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Welcome 
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I a carnivorous worldwhere communication is Key; 
you're a living snack with your mouth Sewn siit 


ж 


In a lush world of diabolical danger, you're Abe... the * f And when you've got an entire race to save from the 
skinny guy with no weapons. Š deli counter it could come in handy. 

Your mission is simple...run, jump and talk your way For 0dd's sake, do something different. Chow down 
out of this ravaged world. ; оп ODDWORLD's pure nugget of surreal, sensory 

You heard me... Talk! With just your key- overload gaming. 
board (or gamepad) and your brain. It's called Gamespeak. E us You'll never be hungry again. 


WORLD: ABE'S ODDYSEE 


GAMING GETS 000 


Strategy Guide 


т available from i 
MATE dH rM ODDWORLD GT Interactive 
ware Lifeforms In ofi INHABITANTS 
Virtual Entertainment ve. oddworld.com пегасіме сот 


Oddworld Inhabitants Abe's Oddysee TM 7 Oddworld Inhabitants, Inc. All Rights Reserved. Published and distributed by GT Interactive Software Corp. Microsoft® and Wind 
a red trademarks of Microsoft Corporation. All other trademarks are property of their respective companies. 


ina 100-681-000 world where escape 


is your only option, your ride wants you off his tack. 


Enemies that sleep. A hero that chants, and ап untrusty steed that's a pain in the butt. 


Sound Odd? Welcome to Oddworld. 


hold on to your loincloth! 


Ina World run by meat barons and corporate seum, 
your entire race is pie filling. 


[ 
\ 


Escape from the daily grind апа seek your destiny. Savior. Ог salami. 


Sound Odd? Welcome to Oddworld. 


DEPARTMENTS 


6 The Demo Disc 
Check out the hottest demo 
disc in the business! All the 
games, multiplayer gaming 
services and online content 
providers you'll need are 
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right here. 
FEATURES 8 Editor's Bytes 
18 NewsNet 


COVER STORY 
60 Heavy Metal and Hot Lead: TalonSoft's East 
Front Declares War On Strategy Games 

by Jeff James 


The granddaddy of hard-core strategy/war games is about to unleash 
its beefiest title yet, and we got a sneak peek. 


We've got the lowdown on 
all the gaming news you can 
use, from an interview with 
the creator of the next 
Wizardry to the latest on 
Lord British's murder. 


28 MultiPlayer 
Some of the brains behind 
VR-1 took a break from their 
rise to success to tell us 
about their company and 
their upcoming products, 
including Fighter Ace. 


68 Soaring to New Heights: Seven Sims You 


Can't Fly Without 


by Jeff James 

The flight-sim market is literally jammed with prod- 

uct—some of it good and some of it not so good. We 

played all of the new crop and skimmed the cream to 
bring you this exhaustive rundown. 

40 Gamer’s Gear 
Joysticks, PCs, 3D hard- 
ware; you name it, and we've 
got our impressions of it 
lined up for your perusal. 


78 Not Just MIDI Anymore: Computer Gaming 
Music Comes of Age 
by Glenn Broderick 
Games music has come a long way since the introductory music in Pac 
Man; this month, we go straight to the source to find out how games 
music has evolved. 


134 Behind the Scenes 
In the “i” of the Storm: The Winds of War 
Gather at Interactive Magic 
by Marc Dultz 
We sent our stealthiest spy to the North Carolina HQ of “Wild” Bill 
Stealey and Co. His mission? To get the goods on iMagic's upcoming 
product line. Here's the report he filed. 


REVIEW J STRATEGIES 


дее де, 118 Silent Sentinel: А Strategy Guide 


48 Previews 
Quake 2, Messiah, Deadlock 
2: Shrine Wars, Forced 
Alliance, Riot, Close 
Combat: A Bridge Too Far. 


116 Capsule 
Reviews 
Exile Ill: Ruined World, 
Cryptic Passage, Dragon 
Dice, Gooch Grundy's X- 
Decathlon, Tennis Elbow, 
Heroes of Might and Magic 
ll: The Price of Loyalty, 
Microsoft Entertainment 
Pack: The Puzzle Collection. 


DN id to 688(1) Hunter/Killer 

Sandwarriors by Marc Dultz 130 Cheat Mode 

X-Car: Experimental EA's new sub sim is nothing if not complex; if this Extreme Assault, Triple Play 

Racing complexity is bogging you down, head over to this '98, War Gods, Dungeon 
revealing strategy. Keeper. 

Broken Sword: 

The Smoking Mirror 124 Twinsen's 138 Reboot 


DogDay Dating all the way back to 
the late '70s (ohmigod! we 
were still in, gasp, checkered 
bell bottoms!), the Zork 
series clocks in as one of 
computer games' most 
respected elders. 


Odyssey: Saving 

Twinsun Again 

by Kevin J. McCann 

И RR Twinsun's citizenry will 
aron vs. Ruth: 

Battle of the Big Bat. have your headionia 

Links LS: 1998 Edition stake if you screw up one 

Tony LaRussa Baseball 4 more time, so you’d better 

Worldwide Soccer check out these tips. 


iF-22 


ON THE COVER: TalonSoft’s East Front, 
reconstructing one of the bloodiest 
conflicts in history, marches onto PCs 
this winter. 


Creatures 
Fallout 
Pacific General 
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The largest, mast sophisticated game universe ever created is at your control. 


oe 
THQ p WW PAXIMPERTA.COM 
com ос. 


ah, November .... “Black 
Friday" is just around 
the corner, and we can 
already hear the frightened 
clucks of turkeys running for 
cover. As we head into the 
holiday season, it should 
come as no great surprise 
that we've gathered a very 
hot smattering of the coolest 
upcoming games. You won't 
want to miss these! 


This page is for readers who choose the magazine with the disc. If your copy of 
Computer & Net Player didn't come with a CD and you would 
give us a call at 800.328.6719 and subscribe to the magazine plus CD for the unbeatably 
low price of $9.99 for a full year. 


GAME DEMOS IND 


Aliens Online (NON-INTERACTIVE) 
Win 95/3.1 * Aries Online Games 
Website: http://www.ariesgames.com 
Join the Aliens or the Colonial Marines 
and then jump into this persistent online- 
only multiplayer game. 


Forced Alliance: Commander Demo 
Win 95 ° RipCord Games 

Website: http://www.ripcordgames.com 
Phone: 408.653.4075 

Hop into the commander's chair and 
check out science-fiction gameplay the 


likes of which you've probably never seen. 


Heavy Gear (NON-INTERACTIVE) 

Win 95 * Activision 

Website: http://www.activision.com 
Phone: 310.255.2050 

Earth is uninhabitable and humans have 
gone off to Terra Nova, only to find that 
they can't get along on this planet, either. 
Take charge of a 'Gear and solve these 
conflicts the hard way! 


Lords of the Realm Il Siege Раск 
Win 95 ° Sierra 

Website: http://www.sierra.com 

Phone: 206.644.4343 

Get a dose of this add-on pack (requires 
Lords of the Realm Il), which gives fight- 
ing and nothing but fighting. 


Total Annihilation 
(NON-INTERACTIVE) 

Win 95 • GT Interactive 

Website: http://www.gtgames.com 
Phone: 212.726.6500 

You are а К-ВОТ--а military commander 
of the future. Take charge of the Core or 
the Arm and end their millennia-long 
struggle once and for all. 


Unrising 

Win 95 • ЗОО 

Website: http://www.3do.com 

Phone: NA; customer-service@3do.com 
Imagine playing C&C from a first-person 
perspective and you'll have a pretty good 
idea of what to expect from Uprising ... 
simply unique. 


ADVENTURE 


Azaria 

Win 95 е Malofilm Interactive 
Website: http://www.malo.com 
Phone: 847.251.9992 
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Click on the 
console to learn ° 
about C&NP, its 

editors and their 
demo picks of ` 


the month. 


These are your 
quarters—your 
main point of navi- 
gation on the CD. 


A The replicator is 
where you'll find 
demos of some of the 
hottest games around. 


e to start receiving it, 


menu. 


Windows 3.1 
Step 1. Insert the CD into your 
CD-ROM drive. 
Step 2. Select Run from the FILE menu of 
your Windows Program Manager, then type 
D:\cnpwin31.EXE (assuming D is the letter 
of your CD-ROM drive) and click on OK to 
continue. 


Windows 95 users replace Step 2 above as fol- 
lows: click on the Start button on the Windows 95 


task bar and select Run. Type DAcnpwin95.EXE (or 
Е\спрміп95.ЕХЕ) and click оп OK to continue. 
Also, inserting the demo disc will automatically bring up the 


Macintosh 

Step 1. Insert the CD into your CD-ROM drive. 

Step 2. Double-click on the CD icon on the desktop, and then 
double-click on the C&NP Mac icon. 


MINIMUM RECOMMENDED 
5Ү5ТЕМ SYSTEM 5РЕС5 
RE. Windows 
Windows Pentium 90 
486 DX2/66 16 MB RAM 
16 MB RAM Windows 95 
Windows 3.1 4X CD-ROM drive 
Mac 
Mac Power Мас 75MHz 
68040/25 16 MB RAM 
16 MB RAM System 7.5.3 
System 7.1 4X CD-ROM drive 


You play as a member of one of Azaria's 
many cultures and seek to solve a mys- 
tery as old as the planet itself. 


Armed & Delirious 
(NON-INTERACTIVE) 

Win 95 ° SirTech 

Website: http://www.sir-tech.com 
Phone: 315.393.6451 

Playing as Granny, you discover that the 
Mad Rabbit has snatched your family. 
Travel through five planets and 14 worlds 
to find them! 


SIMULATION 


Air Warrior II 

Win 95 • Aries Online Games 

Website: http://www.ariesgames.com 
This is the single-player solution for new- 
bies and intermediates who get blown up 
before they can get off the ground. 


SODA Off-Road Racing 

Win 95 е Papyrus (а division of Sierra) 
Website: http://www.sierra.com/papyrus 
Phone: 206.644.4343 

Fans of off-road racing can't afford to 
miss this racing game based on the actu- 
al SODA (Short Course Off-Road Drivers 
Association) World Series of Off-Road 
Racing. 


WarBirds 2.0 

Win 95, MS-DOS • Interactive Magic 
Online 

Website: http://www.imagicgames.com 
Phone: 919.461.0948 

Using declassified flight data from WW II, 
WarBirds lets you go head to head 
against hundreds of virtual pilots. Give it 
a whirl! 


К-баг: Experimental Racing 

Win 95 • Bethesda Softworks 

Website: http://www.bethsoft.com 
Phone: 301.963.2002 

Inhabited by a host of prototype racecars, 
X-Car: Experimental Racing gives PC rac- 
ers unprecedented “customizability.” 


STRATEGY 


ТІП Legion 

Win 95 е MicroProse 

Website: http://www.microprose.com 
Phone: 510.522.1164 

Take charge of the red or the gold armies 
in your quest to quash the enemy. The 
inclusion of some nifty "wild cards" 


makes this a unique entrant in the real- 
time strategy fray. 


Incubation (NON-INTERACTIVE) 

Win 95 ° Blue Byte 

Website: http://www.bluebyte.com 
Phone: 847.995.9981 

Fans of turn-based strategy are about to 
see what the next step in their favorite 
genre looks like. 


Pax Imperia: Eminent Domain 

Win 95 • THQ 

http://www.thg.com 
118.591.1310 

This is the space-colonization game that 
has it all: combat, resource management, 
strategy; you name it, and Pax Imperia: 
Eminent Domain has it. 


Virus: The Game (NON-INTERACTIVE) 
Win 95 ° SirTech 

Website: http://www.sir-tech.com 
Phone: 315.393.6541 

Your computer is the battleground! By 
taking a "snapshot" of your computer's 
unique file structure, Virus pits you 
against a digital foe that aims for nothing 
less than total file corruption. 


War in the East 

MS-DOS е Schwerpunkt 

Website: http://www.ghgcorp.com/ 
schwerpt 

Phone: 281.997.1209 

Grognards take note! War in the East 
assembles a host of little-known WW II 
battles and lets you try your hand in the 
commander's seat. 


War Wind 2: Human Onslaught 

Win 95 ° SSI 

Website: http://www.ssionline.com 
Phone: 408.737.6850 

Humans are now reluctant colonists on 
the formerly war-torn planet of Yavaun; 
they coexist uncomfortably with the 
many alien factions on the planet. Take 
charge of one of these factions and break 
the peace! 


(ONLINE GAMING SERVICES) 


America Online 

Mac/Win 

Website: http://www.aol.com 

Phone: 800.827.3338 

America Online makes it easy and fun to 
access the Web—the world of online. 
news and information, finance, entertain- 


ment, email, free software, shopping and 
more. 


Dwango 

Win 95 * Dwango 

Website: http://www.dwango.com 
Phone: 713.467.0405 

This Dwango client software will enable 
Internet play in the vast majority of your 
favorite games. Load the software, pay 
the $7.95 monthly rate, and you're ready 
to frag. 


Kali 

Win 95 * Kali 

Website: http://www.kali.net 

Phone: NA; supportGkali.net 

Unlimited Internet gaming at a hard-to- 
beat price! When you've installed the 
client, give Kali a try and see why it's the 
biggest multiplayer games system 
around. 


NetPlay Game Club 

Win 95  NetPlay 

Website: http://www.netplay.com 
Phone: 619.350.1240 

The NetPlay Game Club is the first game 
network to let you see and chat with oth- 
ers while you play and win prizes—live, 
over the Internet. Join for hours of highly 
social and family-safe fun. 


Multiplayer Games Network 
(MPG-Net) 

Win 95 е MPG-Net 

Website: http://www.mpgn.com 

Phone: 305.296.5996 

This fully featured Internet gaming service 
is sure to please the adventurers and old- 
school gamers among you. Its huge 
library of games and low monthly cost 
add up to a great value. 


The Palace 

Win 95 е The Palace, Inc. 

Website: http://www.thepalace.com 
Phone: 503.626.7575 

This is the ultimate multimedia chat client. 
Check it out. 


ontents subject to change 
e Checked for all known viruses | _ 
`+ C&NP is not responsible for third-party content 


...that a highly contagious virus has infected your computer. 


-..defending your PC'with anti-virus weapons. and vehicles. 


% 

% 

í ...building factories, fortresses, and spy cameras. 

^ ^ ...navigating through your own computer in real-time. 3р. 
а 


...fighting your way through Levels based оп your own files and documents. 


4^ ...seeking and®destroying multiple virus strains. 


Get ready for the most original game in years. Virus: The Game lets you 
journey inside your computer to confront the infection eating away at 
your files. 


Travel through your graphic files in 3D and see those graphics on the 
walls. Battle a Virus inside a .WAV file and hear the .WAV mixed in with 
the sounds of combat. Build an anti-virus module inside a text file and 
see the text around you. 


Protect your Windows™ folder at all costs. If your graphic driver is 
infected, your screen display will corrupt. And if your mouse driver 
is hit, you might lose control altogether. Frightening, isn't it? 


Just remember: It's only a game... 


: 
Coming Soon! 
Fels(315) 393-6633 PC USER vor. 
ғах:(315) 393-1525 
То. order, visit your retailer © 
or call 1-800-447-1230: 
www.sir-tech.com 


» d 
Look for thé Virus playable demo SAFE SIRTECH 
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Policing Violence 
in Gaming 


ost of us are aware that some comput 
games raise the Ds s ad N 


their 2 content. Games with violent themes tend t 
get the public up in arms against the electronic gaming com- 
munity. In turn, the politicians, whom I li I the “ban 


ing to change. Rather than offering good remedies, ) 
cians' solutions often succeed іп making the public ever 
more fearful. _ 
2 Unfortunately, many of today’s parents of “Gen- Kent —Ç 
don't want to take responsibility for their children's poor. 

. "upbringing; they would rather blame tele ision, 1 
_ Schools, or computer games for their chi dren's mi sbehavior. 
Someone else—never the parents—is always at fi ult, and this 
time, the fingers are pointing at us. 


Regrettably, all these factors work оне us. Therefore, the 
industry as a whole must better communicate to both the | 
gaming community and the general public what these games. 
are actually all about. The public must know that we are not. 
trying to breed psychopaths or create mass-murderers. We : 
are, instead, providing entertainment—just as Hollywood - 


entertainment is interactive. People must understand that the | 
elements they see in үш are the same ones as they п ghi 


use the same good Шеш they would employ when 
choosing a movie or videotape for their children. 
We feel there i is nothing wrong in Doe ga 


d bya оо, agency mu 


Mike Davila 
Editor-in-Chief 
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BEHIND Can” 
BEHIND Сара 


Clockwise from tuba 

Mike Davila It's only appropriate that the "head ed” has the musical instru- 
ment that makes the loudest noise. Mike has been known to visit his fellow edi- 
tors’ offices on deadline days and blast the tuba repeatedly until they turn in 
their reviews. After about a month of using this method to motivate his team 
to submit their articles on time, he noticed that all the reviews were coming in 
with the “Sound FX” rating missing. Since then, he’s switched to the force- 
feedback motivational method. 


Doug Radcliffe Despite his clean-cut appearance, C&NP's assistant editor 
aspires to be in a big-time rock band. In fact, one day Doug arrived at work 
with purple hair, parachute pants (referred to around here as “stupid pants”) 
and a nose ring. After a full day of being ridiculed by his co-workers, Doug 
abandoned the band idea. Some say, though, that you can still hear Sigue 
Sigue Sputnik tunes coming from his cubicle. 


Paul Bannister When he isn’t beating the rest of us into submission in net- 
work games of Quake and Age of Empires, Paul enjoys blasting his trumpet at the 
top of his lungs in the C&NP/OGR ragtime band. Years of classical-music training 
have paid off for Paul, who is now considering a career as a traveling musician. 


Jeff James When it comes to musical ability, Jeff is all thumbs. Although he 
has heard music being played and has seen musicians playing, the process of 
creating music is utterly foreign to him. He has no idea what the instrument 
he's holding is called and has been coerced into holding it by his more musi- 
cally adept co-workers. 


Glenn Broderick Doing this month's music feature has really put Glenn 
back in touch with his musical roots (unfortunately for the rest of us). It 
became clear that we had to call the authorities when he insisted on greeting 
visitors to the office with an air guitar/karaoke version of "The Writ." When he 
was at last subdued, sadly, he was wearing a red jumpsuit with tassels. When 
asked to comment, Glenn simply repeated, “We love you all!” 


HOW TO REACH 
COMPUTER & NET PLAYER 
America Online: CNPlayer 
Website: http://www.ogr.com 
Internet: cnplayer@aol.com 
Subscription inquiries: 
CP@Kable.com 


OR, THE OLD-FASHIONED WAY: 
Editors, 

COMPUTER & NET PLAYER, 
100 East Ridge, Ridgefield, CT 
06877-4606 
Phone: 203.431.9000 
Fax: 203.431.3000 
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V \ hen the evil sorcerer 


Balkoth threatens the peaceful 
people of Urak with death and 
destruction, brave heroes with 
magical powers must rise up to 


stop the reign of terror and 


8 magical races 


defeat the forces of tyranny. In 
Lords of Magic, the successor to the popular Lords of the 
Realm Il, you enter a fantasy world where good and evil 
fight for primacy against a mystical backdrop of wizards, 
warriors, spells and storms, giants, 


gnomes, and Barbarians. 


Building on the dramatic features that 
made Lords of the Realm II a break- 
through in strategy. gaming, Lords of 
Magic combines turn-based exploration 
and resource management with real- 


time combat. Join forces with others 


(up to six players can compete on a 3-D Terrain € ditor 


LAN or over the Internet) or marshal 

your forces to take on Balkoth and his Barbarian allies alone. 

Youll command up to Eighty creatures, including elves, 

vampires, skeletons, and gargoyles, as you defeat evil and save 
the realm. Wielding the forces of magic 

\ through spells and artifacts of power, 


| you can take multiple paths to victory: 
more choices, more outcomes, and 


unlimited replayability. 


Lords of Magic features a true 3-D 
game map, with 16 bit SVGA 
Graphics and а powerful. map 


editor that puts you in control 


and texture. 


www.srerra.com 


ST TERRA 
Impressions 


1997 Sierra On-Line, Inc, (9 and/or TM designate trademarks of, or licensed to Sierra On-Line, Inc., Bellevue, WA 98007. 
US. Patent No.s 5,287,446, 5,425,139, 5,377,997. Other U.S. and foreign patents pending. All rights reserved. 007103000 


of terrain height, topography, 


As you explore the land of urak, 


you'll battle in dark and my 
caves, castles and dunecons 


select one of eight 
cities to be the center 
of your empire 


in your library wizards 
will c ech spel 


— peep inside your 
wizard tower sorcerers 
practice their secret 
arts to conjure magical 
creatures and train 
new acolytes 


when you confront 


the enemy forces of 
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jou do in one level could affect another. One false 
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— __ “Quake Il, without a 


Coming Soon on 


ыў okey үн} лут}. 


— x doubt, the game of E3.” з» Weine ип = 
E ` Computer Gaming World À z 
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to Battlemer= Enhanced Internet features - 
“include: worldwide player rankings, - 
tournaments and player handicapping 


E 


_ Command any 013 alien races, 
boasting a unique set of skills and 


Bc 3 Theaters Bat le. 
^. A deadly mix of space combat, planetary: 
. assault and covert base infiltratio 


аа IA 


229 separate storylines intertwine _ 
` within 30 scenarios to tell the epic, 
saga of a universe on the brink 
of пешаи ` 
1^ 
E I 


environmental effects, and interactive Ed 
terrain are only the beginning 
ac hhi) eo eee 
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icplicatte Internet fees) +DlBbie Gamelo} the Year: Computer Gaming World, 1996. 
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The New Landscape OÍ War 


The word is spreading across the map. 
TOTAL ANNIHILATION is poised to redefine 
real-time strategy gaming. 


*...a lock to become the new king of 


real-time strategy games..." 
-COMPUTER GAME ENTERTAINMENT 


*...the level of detail is astounding... 
it'll be the envy of every kid on the block..." 
-PC GAMER 


“true 3D engine lifts the game 


into new territory..." 
-COMPUTER GAMES STRATEGY PLUS 


“ТОТА! ANNIHILATION has the 
potential to do for real-time strategy what 


QUAKE did for first-person shooters ...” 
-COMPUTER & NET PLAYER 


AVAILABLE NOW! Su Me Sh 
Total Annihilation strategy guide from GW Press. 4 í " Vah ta, a 
COMING SOON! фр % 
H E 


Total Annihilation Add-On Pack featuring 


all-new maps, missions, and units. 5 


Use the 3-D terrain as 


а s . Cover against attack. 


<a v E dag 


ер пұлы ке NT BUR 50 missions, over 150 units including a 
full host of land, sea, and air forces. 


ten E. 


www.cavedog.com 
A GT INTER Сом 


©1997 Humongous Entertainment, Inc. All rights reserved. Created and Published by Cavedog Entertainment, a division of 

(с. Distributed by GT Interactive Software Corp. Cavedog Entertainment™and Total Annihilation™ 

‘of Humongous Entertainment, Inc. GT™ is a trademark and the GT Logo@ is a registered trademark of GT 

ware Corp. Microsoft® and Windows® are registered trademarks of Microsoft Corporation. All other trademarks are 
their respective companies. 


O ardry 8 
&NP: One of the mo guing aspects of the ne 
by DOUG RADCLIFFE ard d personalities for the pa aracte 0 
0 ake d 0 bo 
> 0 d ounding p dea behind 
ХЕ d po 0 dry 8 0 
M. 5 е: Ad 9 er perso 0 5 а 
ГЕ gely d by o pe e agged A 
A g ho 0 а 0 А 
е о antto ersona 
down a pla oat, so playe be 0 e 
ü e e 0 And o 0 0 
һе of adding persona e on how we 
0 е ory to the p 
j &NP D on allowed you to do, and ho 
be used to perie 
Our go 0 crea e 0 D 
ators he do that b а e range о 
ve eca or exa D accelerato 
e more a ghting effe educe d 
ortion prob a 0 o do some p 
^ e 0 o allo 0 create mo 
| отр dings and ossible e 
Т ourse, if we're doing our job en you se 
Ë е ou WO A е ear filte 
g!“ Yo at's coo e о 
R р О оша һе used to таке b 0 
(A B. P В, е 
б Р 0 00 е comb od 
At the Electronic Entertainment Expo b based or rea omb 
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Wizardry series, which has time and осоо pe Я 0 
again set standards іп (һе role-playing i 9 0 QI oyo 
genre. So what's new in this install- ETAT саа 5 n 
ment? First and foremost, Wizardry 8 УЯ Š Š > 2: s 
will feature an all-new true 3D engine ІЗ GENIS ТОЛЕ ТН ell. Co 
that will allow incredibly complex envi- 0 е огопе 0 e 
ronments, killer lighting effects and able to d atta 0 а а 
real-time navigation. If that isn't enough to pique your interest, Wizardry 8 will o a whole host of new fea e comba 
support 3D acceleration hardware. At E3, Wizardry 8 ran on a 3Dfx card and e never been done іп a person CRPG; howe e 
looked absolutely amazing. Players will still be able to create customized char- bo e 
acters with dozens of attributes and distinct personalities, use all the old races 
and professions (you can still create a party of fairy ninjas!) and import charac- &NP: A р 0 0 р Dmpo 
ters from previous games— Crusaders of the Dark Savant and Wizardry Gold. up. суз Алу/р 0 > š 
Storyline details are a bit sketchy, but RPG fans should see the conclusion of g Т den deis 5 5 


the plot that began in Bane of Cosmic Forge and continued іп Dark Savant. P 
Wizardry 8 isn't due until mid-1998, but from what we saw at E3, the 3D ББ er RP 
enhanced graphics, the immersive effects and the character interaction could 2 à д 
make Wizardry 8 the RPG experience of the a е o we decided to qo ale-playe 
year. Computer & Net Player 0 a a e ale 0 
recently had the chance to 74274 е 

talk with Linda Currie, lead 
designer of Wizardry 8, to get 
the inside scoop. 

Contact Sirtech at 
800.447.1230 or 

http:/ /www.sir-tech.com. 
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Blood Duke Nukem 3D: Command & Conquer: First Aid 97 Deluxe WarCraft Battle Chest Quake 
Arcade Style 5115100 Atomic Edition Red Alert Utilities 5098306 ^ Strategy Game 5123807 Arcade Style 5097902 
DOS/WC 486/66, t6mb, J ^ Arcade Style 5105804 ^ Strategy Game 5105101 ІМИН/95486, 8mb DOSMIN3.1/WC 486/33 or — DOS/WC Pentium, 8mb 


DOS 486/66, 8mb DOS/WC Pentium, 8mb MAC 68040, 8mb 


Give ог Get 2 CD-ROMs for 542 


дее Pus 1 MORE AT GREAT SAVINGS 


(See details belo 
te Sim. e EST г Solvers Spellbound UE Ed. 5111901 Police Quest Collection Adventure. 5115902 


„е: WIN3.1/WC 386/25 or MAC 68030, 8mb DOS/WC 486, 4mb. и 
5121702 Mechwarrior 2: Battle Pack Arcade Style 5108501 Beavis And Butt-Head In 
WIN'95 Pent90,16mb 02020 ЭМИН "95 Pentium, 16mb, J Screen Wreckers Home/Personal | 5117205 
s LS. 5121801 Mechwarrior 2 Mercenaries Arcade Style 5091905 ЛАН "95 486/66, 8mb E i 

DOSING 488/66, ` ыдыра зем TM DOS/WC 486/66, 8mb, J Zork: Legacy Collection Adventure 5114004 
The Roberta Williams The Jenny Craig Cookbook — Home/Persona 5118708 PA 4 id 8mb 

Anthol Adventure 5107206 WIN3.1/WC 8025 ‘8mb or MAC 68040, 4mb қ Arcade Style 5083209 
DOS/WC 486, 8mb, қ Тһе 7th G interact. Game 5004700 oe: 4889, Amb or MAC 68040, 8mb, J 


Compton's Interactive DOS/WC 386 or a MAC 1011, 4mb Beavis And Butt- ‘Head 
Encyclo adie ЕД General Reference 5126800 Earthsiege 2 Arcade Style 5000700 ir tu; idity Adventure. 5075007 
ЖЇН '95: ». m С , 8mb 
OSCARS ns Mi 58040, ten Game 5050208 Phantasm ori interact Game 5004502 Gabriel I knight: 
à , А тһе Adventure 5060405 
Home And Garden 30 Home/Personal 511543 First Aid 3.1 Utilities 5098405 THs 16 40058 MAC 68040, amb acd, 
Hoyle Casino Strategy Game ^ 8088108 WINS 1 388, Silent Thunder: мәне 
Wins TANE 486/33, 4mb. The 11th Hour interact. Game 5054309 A-10 Tank Killer 2 Flight Sim. 5080908 
indergarten "Childrens Ed. 5027701 DOSING 486/68, вар. "WIN"95. 486/66, 8mb, J 
ИЕ: 486, 1mb oF MAC 68040, 4mb Nickelodeon: Director's Lab Children’s Enter. 5081005 The Oregon Trail Il Children’s Ed. '' 8078308 
Jumpstart Pre-K “Children's td. "8091400 WIN3.1 486, 8mb. 228 WIN3.1/WC 486, 8mb or МАС 68030, 5mb : 
WIN3-1/WC 486/33 or MAC 68040, 8 т Driving Sim. 5083308 The Time Warp Of Dr. Brain Children’s Ed. 5106307 
Masterclips 35,000 Premium | Image ` 5 WIN3.1/WC 486/66 or MAC 68040, 8mb 
Collection тал Library 5084801 2 Strategy Game 5089404 Star Trek Deep Space Nine: 
DOS 486/66, smb Harbinger Adventure 5072608 
Clip-Art Library” 5010301 Resume Maker Deluxe CD Home/Personal 5050703 005 pun ог MAC 68040, 8mb. 
We i % сүү 10,4 Am P. WINS. 1/WC 386/33, 8mb, P. WinDelete ШІ 5084504 
ildren' Pitfall: The Mayan Adventure Arcade Style 5076005 WIN3.1/WC 386, 8ml 
Rabbit Children's Еб. 8110705 с b 
К TC 39625 oF MAC 68030, 8mb = I WIN 95 486/33, 8mb Logic Quest Children’s Ed. 5110200 
Pod (MMX compa tible) Arcade Style 5108709 Form іт. Arcade Style 5075304 ‘WIN3.1/WC Pentium, 8mb 
IWINIBS m m А 4 Select Phone Home/Personal 5120100 
n. Че ыр ‘Arcade Style ^ 5108600 [es pian Pius D Home/Personal 5084702 WIN3.1/WC 486/33, 8mb. 
Миа entium, 16mt д t Phant: іа: 
Buy Mutual Funds  Home/Personal 5119607 Command Aces Of The Deep Strategy Game 5080809 A Puzzle Of Flesh Adventure 5102801 
MN нео бт Loue AS mb JWIN?95; Pentium, 12mb 
How To Select CD-ROMs For Your н " Trophy Bass rad Sports 5093604 Net Accelerator Шійіге 5120605 
Each selection includes the following important inf Ша ин 466, 8mb, ў 
minimum system required, minimum CPU re Freddi Fish 2: esa 3D Ultra Pinball: 
RAM required, and required peripher: | The Haunted Schoolhouse Children's Enter. 5093406 Creep Night r- 
mouse and keyboard k, « WIN3.1/WC 486/33 or МАС 68040, 8mb Arcade Style 5088208 OLU M B 
Print Artist 4.0 Home/Personal 5089305 WIN3.1/WC 486/33, 8mb or 
ШТ all ШЕ? VENIT SENI e WIN3.1/WC 486/33 or MAC 68030, 8mb, P MAC 68040, 12mb OUSE 
фуд, )- AW Con іебше Suit Larry pee sio borgo Racing p 7069 
venture 
UTE 486, = DOS/WC 486/66, 16mb CD-ROM DIRECT 
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l'Columbia House CD-ROM Direct Ben SYT, 299 балалы Court 


Yes, please enroll me under the terms outlined in this advertisement. As a member, | need buy just 
4 more CD-ROMs at your regular prices within the next 2 years. 


Send my CD-ROM selections for: (check one only) PC (1) Macintosh (3) 
Write in the selection 4/5 below 


A wl ole new way to get the most 
g CD-ROMs this holiday season - games, reference, 
edutainment and more — all at great prices! Great to give as gifts. Great to keep 
for yourself. Just write in the numbers of the 2 CD-ROMs you want for $4.95 each, 
plus shipping and handling. In exchange, you agree to buy 4 more CD-ROMs in 
the next 2 years, at our regular prices (currently as low as $29.95, plus shipping 
and handling) — and you may cancel membership at any time after doing so. 
What's more, you can get one more CD-ROM right now for the low price of $19.95 
and have less to buy later (see complete details in coupon). 


Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 
times a year) reviewing our Featured Selection — plus scores of alternate choices, 
including many lower priced CD-ROMs. And you may also receive Special Selection 
mailings up to four times a year. (That's up to 17 buying opportunities a year!) 

Buy only what you want! If you want the Featured Selection, do nothing — 
it will be sent automatically. If you'd prefer an alternative selection, or none at all, just 
mail the response card always provided by the date specified. You'll always have 14 
days to decide; if not, you may return the selection at our expense. 


Send me these 2 CD-ROMs for just $4.95 each 
plus $1.75 each shipping/handling (total $13.40). 


Please check how paying: L- My check is enclosed. (BYX/BY1) 


Charge my introductory CD-ROMs and future CD-ROM Direct purchases to: (BYY/BY2) 
MasterCard Diners Club AMEX VISA Discover 


Money-Saving Bonus Plan. If you continue your membership after fulfilling ‘Account Number Exp. Date Signature 
your obligation, you'll be eligible for our generous bonus plan. It enables you to enjoy great My main CD-ROM interest is: (check one) (Note: You are always free to choose from any category.) 
Savings on the CD-ROMs you want — for as long as you decide to remain а member! Entertainment Education Edutainment Productivity 


(includes children's titles) 


10-Day Risk-Free Trial. We'll send details of how Columbia House CD-ROM 
Direct works along with your introductory package. If you're not satisfied, return every- 


thing within 10 days at our expense for a full refund and no further obligation. Name. Phone ( ) 
Act now, membership in CD-ROM Direct may be limited. Address. Apt. 
For faster service, use your credit card and call us toll-free 24 hours a day. City Sate Zip 


Important! Did you remember to choose PC or Mac? Will your selections run on your system? 
Note: Columbia House reserves the right to request additional information, to limit membership or reject any 
application, or to cancel any membership. Offer limited to residents of the contiguous United States. Residents of 
Alaska, Hawaii, Puerto Rico, U.S. territories, APO and FPO addresses please write for separate offer. 

Applicable sales tax added to all orders. F97-CDR-11G ©1997 The Columbia House Company 


1-800-792-1000 x 


Check us out online! For тоге titles...to order...or for more information. 


http://www.columbiahouse.com/cdrom 


News | 


games/software 


When you think of the word 
“groundbreaking,” one of the 
games that might come to mind is 
Origin’s Wing Commander. Its 
blend of flight simulation, space 
combat and a science-fiction story- 
line created a whole new genre. 
Chris Roberts designed the first 
four games in the series, but he 
has moved on to work for Digital 
Anvil, leaving a new designer 
and new team members 
to develop the fifth 
14 game in the Wing 
Commander series, 


Commander: 
Prophecy. The design- 
ers hope to fix recent problems in 
the series (WC IV was criticized for 
having too much full-motion video 
and not enough gameplay) 
and satisfy hardcore fans 
by featuring in-depth 
missions, complex mis- 
sion branching and, 
basically, just lots 
more game- 

play. Sure, 
there will 
still be 
cinemat- 
ics and 
FMV, but 
they'll be briefer. 
Furthermore, you won't have to 
endlessly walk around the com- 
mand ship before missions; only 
two rooms will be available to 
walk through, so the start of a mis- 


Lau. INTERVIEW 


sion will be only one or two clicks 
away. In Prophecy, you won't play 
as the dashing Blair (portrayed in 
the previous two games by "Star 
Wars" hero Mark Hamill); instead, 
you are a new recruit—a Confed 
rookie—making your way up the 
ranks. Blair will make a cameo 
FMV appearance, though, as will 
Maniac (Tom Wilson) and Rachel 
(Ginger Lynn Allen). Renowned 
artist Syd Mead has been brought 
on board to create a new alien 
enemy, complete with unique 
ships, a disgusting appearance 
and devious motives. Prophecy 
will receive a graphical overhaul as 
well through support for 
3D acceleration 
hardware. Expect 
a gamut of spe- 
cial effects 
including col- 
ored lighting 
and blending, 
multiple light 
sources and 16-bit 
color. Look for Wing 
Commander: Prophecy to 
hit shelves around the holi- 
days. Computer & Net Player 
recently had the opportunity to get 
the lowdown from the Prophecy 
design team. 
Contact Origin Systems at 
800.245.4525 or 
http://www.origin.ea.com. 


Activision announced it has signed an agreement to 
acquire Raven Software, creator of Heretic and Hexen. 
Activision and Raven already have a working relationship; 
Activision published Raven's Hexen sequel, Hexen II. 
Under the deal, Raven became a wholly owned subsidiary 
of Activision, and Raven shareholders received about one 
million shares of Activision common stock. As another 
result of the merger, Activision acquires the Hexen and 
Heretic properties with plans for add-on packs and further 
sequels. Brain Raffel, co-founder of Raven, said, 
"Activision is a quality publisher and has always created 
topnotch products. We feel the synergy between our two 
companies will facilitate 
many outstanding 
games in the future." 
Activision seemed 
equally pleased: its CEO, 
Bobby Kotick, stated, 
“Raven has a proven 
track record of producing 
successful games, and 
they meet all of our 
requirements for a sensi- 
ble corporate acquisi- 
tion." Activision expects 
Raven's long-standing 
business relationship 
with id Software, creator 
of Doom and Quake, to continue after the acquisition— 
certainly good news for Activision and first-person action 
fans. Activision's strong first-person lineup for the fall 
includes Raven's Hexen II, id Software's Quake II and 
Ritual Entertainment's SiN. 

Contact Activision at 310.255.2704 ОГ 

http:/ /www.activision.com. 


"ander: Prophecy 


ге! as an n ancient Kilrathi prophecy that 
ofthe destruction of Kilrah. This event 
d lead to a time when the whole universe 
nsumed by a great darkness. To the 


his meant the total destruction of every- 
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C&NP: How has Prophecy evolved from previous 
Wing Commander games? 

WC: In previous games, we experimented with the 
elements of gameplay and full-motion video. 
Prophecyis an evolution of the Wing Commander 
series in which all elements of the game work 
together but with the return of gameplay as the 
central focus. We learned a lot about interactive- 
movie-making, and our biggest lesson was how to 
balance the storyline with the gameplay and not let 
one overshadow the other. 


C&NP: The new alien race sounds intimidating, [ 
not much has been revealed about it. Can you giv 
us a few tidbits to tide us over? 

WC: Yes, they look intimidating, too. :-) | 


C&NP: Will aspiring commanders be able to fly | 
multiplayer cooperative and deathmatch missio! 
WC: We are creating multiplayer scenarios that will 
provide both head-to-head, space-combat and 
cooperative missions. These missions will be set 
unique environments that you will encounter 
through the single-player version of the game. 


ill include chat, poe tournaments and clan features. 
ters. X-Fire should be in stores in November „n Electronic Arts | 


еа! gameplay.” 

‹. . . Sharp 3D engine that А 
could stand toe to toe with Quake™ = 
PC Gamer " 


£ 3D acceleration for 3Dfx 
3 and Rendition and others 
plus MMX. 
Brilliant 640 x 480 Super 
VGA resolution. 


Compelling story. Solve 
baffling puzzles to 
advance between levels. 
Smooth 3D combat with 
-. TruFlow"" technology. 


242. 2. 
SUDDENLY, THE WALES € 
CRASHING DOWN AND 
ALL HELL BROKE LO! 


18 different horrific 
reatures attack you again 
d again from above, 
low and in your face! 


Death Match battle for up 


to 8 ers over network 
modem. 


Immersive 3D cinematics 
between 13 intense levels 


d, if you ever get there, 
f onie at the 


shocking conclusion. 


ААТ mE You wan кш 
IT'S BATTLE YOU г; 


© 1997 Visceral Productions, Baltimore, 
A DIVISION OF AVALON HILL GAME COMPAN 
4517 Harford Road, Baltimore, MD 21214-31 


YOUR mm IS PART 
BIOLOGICAL, PART MECHANICAL 
AND 100% KILLER! 


Quake, 3Dfx, Rendition and MMX are 
trademarks of their respective owners. 
All right reserved 

Visceral, TruFlow and LaserLok are 


trademarks of Visceral Productions. 
Defiance is a trademark of Visceral 
Productions and Logicware, Inc. 


» r web site: www. ind. com 
“1. 999- #Ё 
Т. ТАҒ. 


Ап estimated боо gamers invaded the 
Holiday Inn in Plano, TX, for QuakeCon 
*97. The second annual event featured 
rows and rows of computers, Quake 
players from all over the United States, 
deathmatches that lasted until the 
early hours of the morning, upcoming 
products and numerous famous and 
infamous online and developer personalities. The convention was 
organized by various Internet Relay Chat (IRC) operators and spon- 
sored by id Software, lon Storm, Rogue Entertainment, Crack dot Com, 
Activision, Adaptec, Spacetec and Ritual Entertainment. 

One big draw of QuakeCon '97, besides the chance to frag hundreds 
of other Quake players all day, was the big tournament. Roughly 350 
players signed up to compete for a Micron 266MHz Pentium Il with a 
19-inch monitor, Monster 3D video card, 24X CD-ROM and DVD drives 
and a few other goodies. “КІ-Х” won the official tournament, while 
*Thresh"—the player who won a Ferrari at E3 this year— did not partic- 
ipate in the official tournament but soundly beat John Romero at 
Romero's home. 

Besides being major sponsors of the convention, various companies 
showed off their new and upcoming products, mostly by using demos 
created for E3. Ritual Entertainment showed SiN, lon Storm demo'd 
Daikatana (and talked about Anachronox) and Raven displayed Hexen 
1. There were also quite a few seminars, including one that featured 
John Carmack discussing how 

Quake Il is coming along, and a 
*who's who” gathering of level 
designers and Quake enhancers. 

Although there were some 

problems at QuakeCon — most 


the huge number of computer 
systems—it was a fairly well- 
organized success. Undoubtedly, 


planned. 
—by Alan Dunkin 


notably, power failures caused by 


next year's event is already being 


My Dear 


Everyone's favorite bungling private detec- 
tive Tex Murphy is back in an all-new multi- 
media adventure, Tex Murphy: Overseer. 
The latest interactive movie will once again 
use Access Software's gorgeous Virtual 
World engine, which allows complete free- 
dom of movement through hi-res, 3D envi- 
ronments. Suppose you want to investi- 
gate what's behind that desk—no problem, 
just walk over and take a look. Overseer is 
a prequel of sorts to the other Murphy 
adventures. Tex recounts his first investiga- 
tive effort to 

the lovely Es 

Chelsee 
Bando (the 
object of his 
affection for 
quite some 
time). The 
case begins 
as a simple 
whodunit and quickly turns into a fast- 
paced mystery that involves secret agents, 
right-wing political groups, hit men and 
mind-control technology. Overseer will 
support DVD drives, and this will make the 
video crisper (30 frames per second as 
opposed to 10 in the previous Tex games) 
and allow better integration of rendered 
background and movie sequences. Access 
told us at E3 that a CD version of Overseer 
will ship at the same time as the DVD ver- 
sion, possibly in the same box. Overseer is 
scheduled for release by the holidays, and 
reportedly, there are already plans for 
more Tex Murphy adventures. 

Contact Access Software at 
800.793.0073 or http://www.access- 
software.com. 
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The Avalon Hill Game Company is best known for turn- 
based strategy computer and board games—not exactly 
the most stressful experiences. That's about to change 
with the release of Defiance, an intense first-person 3D. 
Shooter due this November. Developer Visceral 


Productions, a division of Avalon Hill, calls Defiance a com- 
bination of the best elements from Descent, Dark Forces, 
Duke Nukem 3D and Cyberia. Not a shabby group of prod- - 
ucts, but Defiance offers even more, including MMX and — 
3D accelerator support and eight-player Internet multiplay. 
The storyline revolves around a vengeful scientist whose 
weapon project funding has just been cut off. Needless to 


say, he's quite annoyed and out for revenge. During a rou- 
tine test flight of an experimental fighter (you're the pilot, of 
course), an explosion rocks the facility, and something 
unusual appears inside. Is the scientist's plan under way? 
Whatis the weapon capable of? With five voice actors and 
over 200 lines of dialogue, the storyline is an important 
aspect of Defiance. Armed with 12 different weapons— 
from plasma bolts and swarming missiles to bounce bombs 
and holographic decoys— you must battle more than 19 
enemies on 13 levels. 

Contact Avalon Hill at 410.254-9200 or 
http://www.avalonhill.com. 
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120,000 USERS, 500 SERVERS, 54 COUNTRIES, 60 GAMES. THE BEST MULTIPLAYER GAMING ON THE NET. 
WWW.KALI.NET 


This із where 


you can find 
out which 
games the 
editors of 
Computer & 
Net Player 
are playing 
at home and 
in the office. 
Often, our 
game gurus 
actually pre- 
dict what 
will sell off 
the shelves. 
So if you 
want to get 
the jump on 
a game, keep 
your eyes on 
these lists. 


Mike Davila 
1. Postal beta by Ripcord 


3. Deathtrap Dungeon bet: 
4. Dungeon Keeper by Bi 


Jeff James | 
1. East Front beta 


Glenn Broderick 

1. Quake Rally | 

2. Carmageddon with 3I 
3. Half-Life beta by Si 


Doug Radcliffe. 
1. GL Quakeworld 


5. Carmageddon wi 


Paul Bannister | 

1. Postal beta by Ripcor 
2. Age of Empires be 

3. Carmageddon by li 

4. Ultima Online by О! 

5. Warlords Ill by Red Orb 
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The Computer & Net Player editors like to 
keep up with the latest release schedule 
(although it changes almost daily). Scheduled 
for release this holiday season are dozens of hot 
titles; be on the lookout for some real shelf burners like Quake Il, 
Half-Life, Heavy Gear, EarthSiege 3 and Golgotha. 


Aces: X-Fighters 
Age of Empire: 
Agents of Justice. 


Black Dahlia 

Blade Runne. 

Close Combat 2. 

The Condemned. 
Daikatana..... 

Deathtrap Dungeon... 
Descent to Undermountain. 


Journeyman Project 3 
King’s Quest VIII. 
Longbow 

MechWarrior. 

Meridian 59: Revelation.. 
Microsoft Flight Sim 9! 
Might and Magic VI 


Недшіет...... 

Return to Krondoi 

Riven: The Sequel to Myst 
Screamin’ Demons Over Europe. 
Seven Kingdoms. 

SiN... 

Star Trek: First Contact. 
Steel Panthers 3. 

Test Drive 4 

Tex Murphy: Oversee! 
Tomb Raider 2. 

Tone Rebellion 


WarBreeds 

WarCraft Adventures. 

Wing Commander: Prophecy 
Wizardry 8... 

Zork: Grand Inquisitor. 


Company Release Date 


Eidos Interactive 
interplay... 
ryo Interactive . 


ed Orb Entertainment 
Activision... 
Interactive Magic 


i 


| Тн future Is About 
la Become History 


Journey to the far future to save the distant past. 

Battle hand-to-hand! Solve intriguing puzzles. 

4 Wield powe ПІ magic. Explore a huge SD world: 
-. Your mission: retrieve the legendary sword) - 


^ “Excalibur. | 

Featuring oven200 locations, 60 different 
characters, full'speech; and incredible realjstic 
light-sourcing, a 2555 is an epe epic. | 


“ „Could well do for 3D action adventurés what 


Tomb Raider did for 3D platiormers” 
— Edge 


" Excalibur 2555 is 4 of the most unique 
3D games ever... a really, really cool game 
— Diehard Gamefan 


6 Tel.: (315) 393-6633 Fax: (315) 393-1525 


To order, visit your retailer or сай}: 1-800-447-123 
ROM 2 J 
www.sir-te 


‚сот \ 
PlayStation and the PlayStation logos are trademarks of Sony Compute l i 
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Look here ace, you've got just 90 feet of runway before 
you earn your wings the hard way. Face it. Your fixed-wing 
Яс 05. 3 rules do not apply here. What you need is a helicopter. 

And now you've got one in 


Microsoft Flight Simulator 98, 


an upgrade guaranteed to blow 
all past flying experiences out of the sky. With it you'll 


soar over vastly improved landscapes that include 


3000 airports (10 times more than the 


previous version) and more than 45 cities around the world. 
à Flight Simulator 98 features multiplayer, force feedback 
support and flight models validated by Cessna' and Learjet, 
so you can achieve all new levels of 
flight realism. Take control of the 
widest range of aircraft, including 


this Bell 206B JetRanger ІП 


helicopter, a machine that's guar- 


anteed to make you feel like a rookie all over again. 


Your coordinates for take-off are www.microsoft.com/games/fsim 


` 


М. owners 


%- 


estled in the scenic envi- 

rons of Boulder, CO, the 

office of online game 
developer VR-1 Entertain- 
ment is bustling with activity. 
Energized by its recent 
agreement with Microsoft to 
develop Fighter Ace for the 
Internet Gaming Zone 
(http://www.zone.com), 
VR-1 is charging ahead with 
a slew of intriguing new 
products that range from 
a sprawling, text-based 
MUD-style 
adventure 
(VR-1 
Crossroads) to 
a Java-based 
game 
of galactic 
domination 
Ultra Corps). 
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are engineered to 


Founded in 1993, VR-1 was little known on 
the computer-game development scene until 
the aforementioned agreement with 
- Microsoft was revealed. It's easy to see 
hy their early years were typified by 


- original lineup of digital comics on their 
website, VR-1's first years of operation 
were notable only for their lack of ac- 
tivity—at least, that's what it looked like 


from the outside. In reality, the VR-1 staff has 
been working on proprietary gaming technolo- 


gies and new online 
game designs that 


make computer- 


employees 
are up to, we 
recently took 

a look at the 
games the 
company 

has in develop- 


elative obscurity: other than offering an 


The undead, one of the more colorful 
race selections in Nomads of Klanth. 


ment (thanks to ЕЗ and VR-1 for graciously 
“lifting the curtain"). All are at various stages of 
completion; Fighter Ace and Ultra Corps 
appear to be the closest to release. Granted, 
the most talked about VR-1 title in develop- 
ment is Fighter Ace, being developed as a pre- 
mium online game for Microsoft's Internet 
Gaming Zone. VR-1 will also distribute a ver- 
Sion of Fighter Ace dubbed Air Attack through 
an ISP in South Korea. A massively multiplayer 
flight simulator along the lines of Interactive 
Magic Online's WarBirds, Fighter Ace seems to 
offer more point-and-shoot 
playability than any other title 
in the genre. 

VR-1's upcoming 
Nomads of Klanth is nothing 
if not unique. A novel game 
recipe that combines a dash 
of Warhammer, a pinch of 
Carmageddon and a dollop 
of Frank Herbert’s “Dune” 
novels, Nomads pitches 
players into a massively multi- 
player fantasy world popu- 
lated by a bevy of exotic 
creatures and fantastic vehi- 
cles. Players side with one 
of four distinct humanoid 
races—dwarves, elves, 
humans or undead—then 


Тор: а cut scene from VR-1's 
strategy opus, Ultra Corps. 
Right: delving into the briny 
deep with The S.A.R.A.C. 


hop into a 
heavily armored 
Project. combat vehicle 

like the giant 
Jawa sandcrawler in “Star Wars” to scour the track- 
less, windswept wastes of the desert world of Klanth 
in search of magical witchstone crystals. 


Rumble in 
the Void fea- 
tures a top- 
down view of 
the playing 
field and 
strongly 
d a resembles 
The Defiance, one of the available Virgin 
fighter craft in Rumble in the Void.  |nteractive's 

SubSpace. 
Players scoot around the gameworld in one of nine 
unique starships, each with its own offensive and 
defensive attack abilities. Powerups litter the playing 
field, providing needed boosts to weapons, shields 
and other special capabilities. With RIV's multiplayer 
support, players can quickly and easily form and join 
new teams. 

If you're in the mood to get your mouse wet, The 
S.A.R.A.C. Project (S.A.R.A.C. stands for sub-aquatic 
reconnaissance acquisition craft, if you were curious) 
promises to give gamers lots of *SeaQuest"-style 
underwater action. We had the chance to look at this 
title only briefly, but we expect it to compare favorably 
with Blue Byte's similar Archimedean Dynasty. Factor 
in support for a massive number of players, and 
SARAC emerges as one of the most promising titles 
in VR-1's upcoming lineup. 

Possibly the most original of all VR-1's games is 
Ultra Corps, a Java-based, massively multiplayer strat- 
egy game of galactic conquest. Ultra Corps can be 


ШЫ 


played directly from your browser, and 
the healthy number of online chat fea- 
tures, email and news reports from the 
game universe keep the action moving. 
It's a turn-based game that allows you 
to ponder important decisions such as 
whether to sack and loot the home- 
world of Bob from Kansas or ally with 
Susan from Quebec to face off against 
the alien Guir. It's a bit hard to describe, 
but Ultra Corps should do wonders for the reputation 
of Java-based web games. Judging by the beta | was 
able to play, it will also be as addictive as hell. 

Last and (predictably) not least, VR-1 Crossroads 
is a text-based, multi-user role-playing game that's 
rooted in an alien-infested, intrigue-laden gameworld 


such as Agents Scully and Mulder from the “X-Files” 
would troop around in. VR-1 promises that 
Crossroads will use some leading-edge 3D audio 
technology to enhance the game experience. 

Under the shiny exteriors of all VR-1's upcoming 
products is the Conductor technology suite, a collec- 
tion of game-development tools that VR-1 claims will 
make multiplayer gaming a more rewarding experi- 
ence. The Conductor suite provides advanced 
client/server technology, latency minimization and 
communications applications, powerful administrative 
functions and the VR-1 Ving Tools, an Internet- 
connection analyzer. All the games that have a first- 
person, 3D perspective (such as The S.A.R.A.C. 
Project and Nomads of Klanth) use MM3D— 
Massively Multiplayer 3D (VR-1's custom 3D game 
engine). Although not quite at the same technical level 
as Quake 2, MM3D provides high-color graphics sup- 
port, perspective-correct textures, distance hazing, 
translucency and other neat 3D effects. VR-1 is also 
licensing its Conductor technology to outside devel- 
opers—a strategy that should prove quite beneficial to 
all concerned. 

It's still too early to tell how each of the aforemen- 
tioned games will be received (although Nomads of 
Klanth, The S.A.R.A.C. Project and Ultra Corps look 
mighty promising); collectively, though, they indicate 
that VR-1 is determined to become a power hitter in 
the online gaming industry. For more information on 
VR-1 Entertainment, check out their web page at 
http://www.vr1.com. 


| gaming service that 


Origin 
( | 

зм) has 
announced that 
Ultima Online 
(http:// www.owo 
.com) recently sup- - 
ported more than | 
2,800 gamers simul- 
taneously іп a sin- | 
gle-play session. 
Ultima Online is | 
obviously making ` 
steady progress | 
toward an eventual 
commercial release, 
which could happen 
any time. In related 
news, check out 
Online Gaming 
Review at 


DG; for 
an interview with 
Rainz, the Ultima 
Online player who 
managed to kill the 
supposedly invinci- 
ble Lord British. You 
can also read 
Origin's official | 


Westwood 
Studios has just 
released a massive 
upgrade to 
Westwood Chat, the 
company's online 


Offers multiplayer 
Internet support for 


Survivor—an onlin 
only multiplayer 
game that's rooted 
in the Command & 
Conquer game uni- 
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-The planet you wish you never heard of - 
*and-launches"its attack on Windows." 


! 
In 


TANARUS sets a new standard in multiplayer action-strategy 


gaming — delivering futuristic tank warfare either online or on disc. Pick your team, load 


up your tank, and let it roll. Experience killer graphics as you navigate through sun-baked а 


ONLINE COMMUNICATION SIM 


k 


MULTIPLAYER GAMING ONLINE, 


Ch k teammates, о 


support up to 32 
simultaneous play- - 
ers in one game se: 


multiplayer тоа! 
including team 
deathmatch and 
frenetic “free-for- 
а!” combats. | 
Wolfram joins other 
online-only оЙег- 


9 
with every HEAT 
startup kit sold at 
retail, giving con- 
| sumers one month's 


sion in a variety of | 


Of all your upcoming games—Microsoft 
Fighter Ace, Nomads of Klanth, Rumble in the Void, 
The S.A.R.A.C. Project, VR-1 Crossroads and Ultra 
Corps—which ones do you consider “A+” titles? 
ММ: Well, of course we put A+ effort into all of our work, 
but | see where you are coming from. Fighter Ace is 
undoubtedly our pedestal product. VR-1 is constantly 
improving on already great graphics, gameplay and net- 
work performance. You can expect that both Nomads and 
S.A.R.A.C. will rise into the A+ category as well. Those 
two games will feature our MM3D 16-bit engine, and the 
pre-alpha versions [I've seen] are absolutely stunning. 


Will all of your games be “massively multi- 
player," with support for dozens of simultaneous 
players? 

: We've invested heavily in our Conductor technology 
and plan to incorporate it into all of our products. VR-1 
will continue to focus exclusively on massively multiplayer 
games. Research backs our belief that online games are 
going to be very popular with gamers. 


How do you think Microsoft's Fighter Ace 
will stack up against games like Air Warrior Il and 
Warbirds 2.0? 

f Well, | think both are good products, but [I don't 
think they] come close to matching Fighter Ace's graphics 
or ease of use. We have heard from our first round of 
beta testers that there is interest in seeing mission-based 
play and more historically accurate terrain. We definitely 
agree and are working to incorporate these elements into 
the game. The bottom line? Microsoft and VR-1 are dedi- 
cated to making Fighter Ace the best online air combat 
game on the market. 


Some critics of the online gaming industry 
contend that there will a big "shaking out" period 
over the next year or so, with many publishers 
and developers falling by the wayside. Do you 
feel that argument is valid? 


2x repeating cannon, | | 

3 < light rifled cannon 
Ammos high-explosive, 

armor-piereiag and 

rune-insorihed shells 
Propulsion: heavy 

docenti 


A sample vehicle from Nomads of Klanth: the mas: 
Dwarven Juggernaut. 
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ММ: | hope 
not, but | agree 
there may be 
some “consoli- 
dation” in the 
industry. | think 
that it is impor- 
tant to separate 
the publishers 
from the devel- 
opers. Since the 
big push is for 
online-only con- 
tent, our chal- 
lenge has been 
to keep enough 
“A” title games 
in development 
to meet pub- 
lisher demand. 
Creators of very 
high-quality 
games do have an opportunity to grow and prosper. The 
big obstacle is the massive up-front investment required 
for client-server technologies like Conductor. 

More to the heart of the publishing problem, it is 
expensive to provide a destination gaming site. You have 
variable costs that are difficult to predict: bandwidth, 
servers, customer support, marketing; the list goes on 
and on. All the research shows significant growth in the 
online game market; the trick is to control your cost and 
survive until the growth becomes exponential. 
Unfortunately, there are not many publishers who have 
the deep pockets to sustain themselves; our friend 
Darwin is lurking. 


“In the online game market, the 
trick is to survive until the growth 
becomes exponential.’ 
—Mike Moniz, VR-1 


How important will it be to VR-1 to license 
your “Conductor” multiplayer game technology 
to outside developers? Do you consider VR-1 to 
be primarily a content provider or a content- 
creation-tool provider? How do you see the split 
between those two philosophies—on a percent- 
age basis—contributing to VR-1’s bottom line? 

Л: Tough question. First, some background: we devel- 
oped Conductor because we felt the high-performance 
client/server technology did not exist when we embarked 
on the massively multiplayer development effort. VR-1 
had to start from scratch, and two years and a heck of a 
lot of money later, we created this very powerful tech- 
nology. We could have held on to Conductor and kept it 
proprietary, but discovered that many of our network 
partners were interested in having a known network plat- 
form to deliver game content. 

The logic is simple. It is too costly to product-test mul- 
tiple network technologies, and breaking points may not 
surface until the game launches and reaches significant 
loading. Network administrators are not fond of variety. 

Are we a content company or a tool provider? | think 
that we have an opportunity to do both well. After all, they 
are joined closely at the hip. We do not expect that the tool 
side will represent a significant portion of our bottom line. 


How successful have your digital comics 
products been? 
1: Let's call it a learning experience. The comics were 
awesome, but the big message was that people do not 
like waiting for two minutes to hear a boom or see a cool 
animation. We did learn some important lessons. Don't 
rely on cutting-edge plug-ins, keep download times as 
fast as possible and, by all means, leverage the medium 
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to the Internet; this 
allows you to chat in 
real time while 
you're logged on to 
the Internet. For 
more information, 
surf over to the ICQ 
website at 


Kallwatch—the 
Windows 95 beta ` 
version of Kali 
(http://www.kali.— 
is currently at revi- 
sion 1.1u.... 
Kahnwatch—the 
Windows 95 beta 
version of Kahn 


( 


) is currently at 
revision 0.99.... 
Have any multi- 
player or Internet 
gaming news, views 
or scuttlebutt you'd 
like to share? Send 
an email message | 
with the subject 
header "Feed the 

| Wire" to 
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appropriately. Soon after our digital comics team 
returned from the mountaintop inspired by their new- 
found understanding, Ultra Corps was created. This is 
one of my personal favorites and I'm really proud of the 
team's brilliant vision and their ability to bring the 
comics to life. 


Engage Games Online recently laid off a 
substantial number of employees. Any comments 
on what this might mean for the health of the 
industry? 

Again, | don't think it is as much an indicator of 
industry potential as it is of staying power. Jeff Leibowitz 
[President and CEO of Engage Games Online] is doing 
exactly what he should: keeping his costs down and 
focusing on a long-term strategy. Engage has a good 
team and the right approach. 


Pricing models for online gaming are like 
... ahem... “elbows”—everybody has one. Which 
pricing model do you think is “right” for online 
gaming? 
| think the good news is that there seems to be 

some consensus among the major players that online-only 
games will carry a premium. | know gamers may not share 
my enthusiasm, but to be honest, these game are not 
inexpensive. If gamers want to see high-quality products, 
there has to be some way to pay for their development. 

As for the specifics of the premium models, | favor the 
daily and monthly flat fees ... gamers don't want to have 
to watch the clock with hourly fees. Ultimately, our net- 
work partners will choose whichever premium-billing 5у5- 
tem works best for them. 


How many employees does VR-1 have? 
Combining our Boulder, Toronto and St. Petersburg 
offices—that's Russia, not Florida—we have approximately 


VR-1's Ultra Corps gives a whole positive new meaning 
to the oft-maligned term, *Java дате.” 


120 employees. We'll continue to expand our capacity as 
content demand increases. 


If you could predict where the online 
gaming market, i.e., pricing models, number of 
companies involved in the industry, etc., will be 
in one year, what would you say? What about in 
five years? 

| wish | hadn't lost my crystal ball, but I'll do my 
best. | think a consolidation will occur among the destina- 
tion game sites. A guess and a leap: one year from now, 
there will be three or four in North America, and | suspect 
they'll have a combination of advertising-supported con- 
tent and online-only premium games. 

Five years into the future, we'll see a predominantly 
online PC game market with most retail games being 
designed from the start to incorporate online play. | think 
there may be some online-only games supported entirely 
by advertising and sponsorship, as well. Absolutely no 
idea how many game companies, but if | had to bet, I'd 
put my money down on Microsoft's Zone and AOL's 
Worldplay. My prediction—they’ll be doing very well and 
leading the field. 


Beyond the halls of VR-1, are there any 
developers of “massively multiplayer" games that 
you admire? 

It's hard not to appreciate the pioneering efforts of 
Kesmai and Simutronics. As for the cool factor, I'm really 
impressed with Turbine's Asheron's Call. Bl 
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// www.apexxtech.com 
E-mail: sales@apexxtech.com 
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|G The only simulation of the F-22 that has been 
s s flight tested by actual F-22 pilots. 


NOVALOGIC” LOCKHEED MARTIN 


©1997 NovaLogic, Inc. F-22 and Raptor are trademarks of NovaLogic, Inc. The Lockheed Martin logo is a trademark of Lockheed Martin Corporation. All other trademarks are the property of their respective owners, 


It not only sets a new standard in flight simulation, but y. 


goes well beyond anything out there. Introducing Sierra 


a hangar of five civilian aircraft, ranging from the introductory 


Cessna 172 Skyhawk to the dual-throttled thrill of a Citation 


PRE-FLIGHT CHECKLIST - 
ГЕ 3/00 AIRPORTS NATIONWIDE/100'S OF CITIES FE] EVALUATED FLIGHT ASSIGNMENTS 
[E] 27 MILLION ELEVATION POINTS = [Ez] FLIGHT TUTORIAL 


ЕЕ GLOBAL POSITIONING SYSTEM [P] PHOTOREALISTIC PANELS 
ГЕЙ UVE ON-LINE MAP DISPLAY —— ГЕЙ DUAL THROTTLES FOR MULTI-ENGINE AIRCRAFT 
ЕП AIR TRAFFIC CONTROL | [E] CROSS-COUNTRY NAVAID COVERAGE 


статтау 
Dynamix 


Pro Pilot. Never before has a © 


single flight simulator captured 


this experience so completely. Here, you'll find the 


broad strokes and the fine touches. You'll choose from 


Jet. At the other end of the 
runway are 29 cities and over 
3,000 airports, each rendered 


in exacting detail. All major 


rivers, forests and canyons are afforded such 
faithful geographic representation they could double 


as a map. Within 25 nautical miles 


of any city, the flying world is 


rendered with lifelike realism. You'll hear from Air 


Traffic Control and other pilots, and learn to 


navigate the sky with the close company of other 
planes. Then, upon touchdown, debrief and compare 
your performance to over ЗО full-motion preparation 
videos. This is Pro Pilot: The Complete Flight Simulator. 


Both a statement of what a flight sim should be 


today, and the promise of what one can be tomorrow. £= 5 
=== 


© 1997 Sierra On-Line, Inc. All rights reserved. ® and ™ designate trademarks of, or licensed to Sierra On-Line, Inc www.sierra.com/propilot 


FROM BADROCK TO RIPTIDE — HARNESS 11 DENSE JUNGLES. ARID DESERTS. WEAVE A TANGLED WEB OF A FIERY COCKTAIL OF FURIOUS 30 ACTION 
UNIQUE AND DEFIANT CHARACTERS. AND THE DEPTHS OF HELL ITSELF! PLAYER-CREATED STORYLINES. AND STRATEGIC RPG. 


SEVEN SUPER-SOLDIERS 
ELEVEN REAL-TIME COMBAT MISSIONS 

A THOUSAND GENETIC MUTATIONS 
A MILLION WAYS TO DIE 


You're commanding a team of 
heavily-armed warriors into unholy war. 


And in the heat of battle 
each of them will be changed. 


They'll learn new strategies. 


Gain new powers. 


Handle bigger weapons. 


Form new relationships. 


Hell, some of them 
might even live. 
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hardware*peripheralssaccessories 
by PAUL BANNISTER 


Shake, Rattle and Roll 


T his month's "Gamers' Gear" goes over some of the fastest 
new processors and PCs on the market, and we take a brief 
look at some hot 3D accelerators on the horizon. We also 
cover Microsoft's entry into the force-feedback joystick market, 
and if you don't know what force feedback is, you should. Read 
all about this awesome new gaming peripheral, and put it on your 
holiday shopping list; you'll want one! 


Comer et 
PLAY, 


Zephyr Computer Corp. 

5657 Amesbury Dr. 

Dallas, TX 75206 

Phone: 800.448.8806 

Website: http://www.zephyrcc.com 


I’ve reviewed other Zephyr systems in this 
column, and they have always worked 
and performed very well. The Comet is 
no exception; it offers great performance 
at a very competitive price. It’s based on 
the AMD К6 K200+ processor, whose 
performance is comparable to that of a 
Pentium Pro 200, but l'Il get to that 
later. I’ve heard that some people have 
problems with non-Intel processors, but 
the К6 has avoided this trouble. It is 
very fast and has no compatibility prob- 
lems to speak of. 

Out of the box, the Comet was 
already configured, so all | had to do 
was plug it in and turn it on, and | was 
ready to rock. From there, | ran some 
benchmarks on it, and they placed it 
slightly ahead of a Pentium Pro-based 
machine in integer performance, but it 
lagged somewhat in floating point. Of 
course, for most games and applications, 
integer is the only measure that matters, but increasingly, games are making more 
use of processors’ floating-point functions. Quake is a great example of this, and 
when | tested it on this PC, it definitely performed somewhat more slowly than on 
my Pentium Pro 200 PC. 

Of course, floating-point performance isn’t the only thing that makes Quake 
run fast, and when | installed GLQuake on the Comet and got it working with the 
installed Diamond Monster 3D, it looked incredible and played that way as well. 
As usual, 3Dfx versions of games that | tried on this PC worked flawlessly and 
played fantastically. If you aren’t in the market for a PC (although | recommend 
this one heartily), you should pick up a 3Dfx-based 3D accelerator if you don’t 
own one already. 

Like the machine's graphics! performance, everything else worked perfectly. It 
blazed through all the benchmarks | threw at it, from multimedia performance to 
multiple-channel audio playback (thanks to the PCI-based sound chipset from 
Ensoniq). The machine ships with a great set of a speakers and a fast 8X or 12X 
CD-ROM drive (depending on which configuration you want). 

Overall, the Comet is a fantastic machine. It may not have the bells and whis- 
tles of a big-name manufacturer's model, but who cares? It performs well, Zephyr 
has a good name, and the company caters to hardcore gamers. You can order 
almost any gaming peripheral from Zephyr, so it's easy to create the perfect 
gaming PC! 
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Super-fast MMX 
on the Desktop and 
on the Road 


Intel released the first MMX processors back in 
January 1997, and since then, processors 
with this technology have really taken off. 
The majority of the processors that Intel 
sells today are MMX-enabled, and 4 
the company plans to bump that 
up to nearly 100 percent some- 
time next year. In the mean- 
time, several new proces- 
sors have been rolled out, 
and you might want to con- “ E 
sider getting a computer with 2 

опе of them this holiday season. 4 

The first one ІІ talk about is the Б 
vaunted Pentium Il. Currently clocking x 
in at speeds of 233, 266 and 300MHz, it is essentially a 
Pentium Pro processor with MMX on board. But it goes 
beyond that: the Pentium II also comes packaged in a cool 
cartridge format that is simply plugged into a motherboard 
(unlike the old processors that looked like generic computer 
chips). This new cartridge module will allow Intel to speed 
up the bus on future computers and will help enable tech- 
nologies like the Accelerated Graphics Port (AGP). 

Pentium Il prices are beginning to drop into the realm of 
normality after starting particularly high (especially for the 
300MHz model). Computers with these processors will end 
up close to $2,000 later this year, and with this kind of high- 
end performance, you'll be able to use a system for several 
years before you'll really need a new one. Pentium ІІ perfor- 
mance is super-fast, and with MMX, you'll have no problems 
with games that require this technology. 

The other batch of processors was known for a long time 
only by a code name: Tillamook. They are the first ones for 
laptop and notebook computers that will integrate MMX and 
have clock speeds of over 200MHz (200 and 233MHz mod- 
els are available right now). In the past, portable computers 
really haven't been that great for playing games, but all that 
is changing now. Notebooks based on these processors really 
fly, and with improved LCD-screen technologies from note- 
book companies, you can actually play a game on a note- 
book computer and enjoy it! 

Now, during those long business trips when making out 
an Excel spreadsheet for your expenses becomes tedious, 
you'll be able to boot up Tomb Raider or Quake and start 
playing away (maybe one day they'll put networks on planes, 
and we can all deathmatch instead of watching those awful 
in-flight movies). These new processors have some other cool 
features, like the new "mobile module" format, which allows 
computer manufacturers to more easily get faster notebooks 
on the market while lowering their costs. These savings are 
passed on to consumers in the end and bring notebook com- 
puter prices within the reach of those of us without infinite 
budgets. 

These two processors and their offspring will become 
ubiquitous in the coming months, so you should get familiar 
with them. If you're still confused, check Online Gaming 
Review's Tech Talk 
(http://www.ogr.com/features/tech/tech talk.shtml) se 
tion for more information 
on these processors and 
- lots of other new tech- 
pentium:|[ 151 nologies that аге changing 

L the way we play games. 


Most people 
enjoy the 
inferiority 
от their 


best triends. 


- Lord Chesterfield 


Compete head-to-head. Surrender nothing. 


The Microsoft® SideWinder' game pad brings the action of video game play 
to the PC. Now, as many as four of you can play Windows 95-based games by 
daisy-chaining these pads together without losing any functionality. Only SideWinder 
game pads do this. 

Map complicated, hard-to-remember multi-button moves to a single button for 
execution of lethal maneuvers. And it's a perfect fit for hands of all sizes, letting you 
keep a solid grip and making it easier to use any of the buttons or triggers. So, the 
more SideWinder game pads you own, the more friends you can take advantage of. 


Game Pad 


www.microsoft.com /sidewinder 
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ights reserved. Microsoft, Sidewindr 
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SIDEWINDER FORCE 
FEEDBACK PRO 


Microsoft Corp. 

One Microsoft Way 

Redmond, WA 98052-6399 

Phone: 206.882.8080 

Website: http://www.microsoft.com 


Force feedback is one of the hottest top- 
ics in the computer- and video-gaming 
peripherals market these days. Even 
Nintendo has launched a force-feedback 
peripheral for its 64-bit gaming console. 
So it shouldn't come as any surprise that 
one of Nintendo's neighbors (both 
Nintendo and Microsoft are based out- 
side Seattle) is entering the market with 
a bang. 

In recent years, Microsoft has made a 
strong foray into the gaming peripherals 
market. The Sidewinder Gamepad and 
Sidewinder 3D Pro joystick have been 
extremely successful and critically 
acclaimed (for the most part). Microsoft 
is jumping into the force-feedback mar- 
ket with the Sidewinder Force Feedback 
Pro (SWFF), which is loosely based on 
the Sidewinder 3D Pro but has many 
enhancements. 

Unless you've been living in a cave 
for the last year, you know that force 
feedback is the latest addition to the 
world of virtual reality. Your controller 
shakes, rattles and rolls to follow the 
action in a game. If you're driving a car 
and you smash into a wall, you feel it. If 
you're in a submarine, you feel the tug 
of the water as you execute turns. Force 


feedback can produce many cool effects, 


and it adds a lot to the gaming experi- 
ence. 

Previous force-feedback sticks had 
installation problems, didn't produce 
any compelling forces, or never got any 
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real support from 
games. Microsoft 
has addressed all 
three issues in 
this joystick and 
has created a 
fantastic 

item that 
you'll want 
to pick up. 

Installation 
of the SWFF was 
a breeze; all | had 
to do was pop in the 
CD and let it run its 
course. The excellent includ- 
ed software allows you to test quite a 
few of the forces built into the stick 
(although the stick is programmable, so 
developers can, theoretically, let you feel 
any force they want). Getting it to work 
with any force-feedback-enabled game 
was a snap. The joystick comes with 
three games (shortened versions of MDK 
and Shadows of the Empire and a full ver- 
sion of Interstate '76), and because it is 
compatible with Microsoft's DirectX 5 
programming toolkit, it Should have 
great support in future games. 

The other big problem with older 
force-feedback sticks is that beyond the 
usual "crash," "shake" and "recoil" sen- 
sations, there wasn't much they could 
do. So once you had crashed into a wall 
50 times, you had pretty much exhaust- 
ed a stick's repertoire. The SWFF can 


Д actually generate 
effects that match the 
intensity of an event, 
so sideswiping a wall 
feels different from 
ramming straight 
into it. The SWFF can 
also generate “envi- 
ronmental” effects, so 
if you are on an ice 
rink, you'll feel the stick 
sliding around. 

But in general, this 
stick's feel is far superior to 
that of any other force-feed- 
back joystick l've tried; it feels even 
better than some of the prototypes I’ve 
tested that won't be out for over a year! 
The effects you can try in the test soft- 
ware are very cool: launching a torpedo 
has a neat, muted feel to simulate a 
launch in water; firing a laser gun has a 
quick, jerking feel; and a car engine 
that's idling really feels that way. 

Microsoft has hit a home run here. 
The games | tried were greatly enhanced 
with the force-feedback support, and the 
experience is well worth the price of 
admission. You can bank on force feed- 
back’s being well-supported in the future 
with the Microsoft juggernaut behind it, 
but even without Microsoft backing this 
stick, it would still be a winner. B 
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ERS A low drive into the 
wind? A fade with a six-iron 
round a tree? An explosion 
shot from a deep pot bunker? 
You have the technology. 
Serious control. 
Serious golf. 

It feels perfect. And it 
looks perfect too. Flowing 
terrain, surveyed to the last 

inch. Fine textures down 
the rolling fairway to the 
contoured green. The bunkers 
raked, and 20,000 frames of 
animation put you in the 
correct stance even in the 
most awkward lie. 


UNIQUE FEATURES. 
UNIQUELY REALISTIC. 
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Featuring Gary Player 
A STROKE OF GENIUS 


AND THE REST OF THE SCORE? EXTENSIVE TV-STYLE COMMENTARY, FULL INTERNET PLAY AND CHAMPIONSHIPS FOR UP ТО 
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INTRODUCING THE 
FIRST GAME YOU CAN PLAY 
WITH THIS JOYSTICK. 


THE LIGHTSABER. THE ELEGANT WEAPON OF 
THE STAR WARS® SAGA. NEVER BEFORE HAS 
ANYONE BUT A JEDI KNIGHT BEEN 
WORTHY OF CARRYING ONE. UNTIL NOW. 


ІН? 


ES Ul 


JEDI KNIGHT™: DARK FORCES® II CONFRONTS YOU WITH THE JOYS OF JEDI KNIGHTHOOD. 
THERE'S COMBAT. MORE COMBAT. (DID WE MENTION COMBAT?) YOU LIVE LIFE AS A MARKED JEDI. 
INTERGALACTIC ASSASSINS ABOUND ON TWENTY-ONE 3-D LEVELS, EACH WITH THE SINGULAR 
INTENT OF PUTTING “I KILLED A JEDI" ON THEIR RESUMÉS. BOSSK, GORC, JEREC - EACH EVIL ENEMY 
YOU FACE WANTS YOUR JEDI SKULL ON A STICK. AND THERE'S DEFINITELY NO JOY IN THAT. 


www.lucasarts.com 


THE OFFICIAL STAR WARS’ WEBSITE: 
www.starwars.com 
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The weapon choices are sure to 
please. 


Expect Q2's environments to be expansive. 
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by GLENN BRODERICK 


Quake 2 


he perennial problem of computer game 
Т: has once again reared its ugly 
head: how to follow up a good game—nay, 
a great game (dare I say it: a groundbreaking 
game)? Despite the complaints of dreary colors, 
weak single-player missions and general dissat- 
isfaction with enemy AI, Quake has carved out a 
spot for itself in the computer games hall of 
fame (alongside Doom and Wolfenstein 3D). The 
powerful engine at its core, and the ease with 
which it could be modified (just check out 
http://www.slipgatecentral.com for proof 
of the latter) has made Quake as essential to 
today's gamer as Doom was to gamers three 
years ago. Now, seeking to outdo its own 
creation, id is on the verge of releasing the 
followup. With expectations so high, one has 
to ask, “Сап they do it again?" 

What should be at the top of everyone's 
"Why the Hell Should I Care About This Game" 
list is the fact that Quake 2 is a completely new 
game. Unlike Doom II (which just added a few 
new textures and one new weapon), Quake 2 
uses an entirely new engine. The list of features 
in this engine 
is extensive 
and is bound to 
make gib-meis- 
ter generals 
jump for joy. 

As you can 
tell by the 
screenshots 
surrounding 
this text, a 
3Dfx/Glide- 
optimized ver- 
sion of Q2 will 
come out of 


the box (no 
mini-port 
patches to 
worry about 
АТЫ») 
hoo!). This 
optimiza- 
tion 
includes a 
whole 
bunch of 
nifty things 
like 16-bit 


Deathmatching here should prove to be even 
more fun than in the first. 


color, light blending, colored lighting and rotat- 
ing sky textures (it's really funky ... the sky 
moves as you're playing, which is particularly 
cool on the space station). Other bonuses in 
Q2's engine include increased multiplayer sup- 
port; the 32-player maps that are (as we go to 
press) the height of QuakeC ingenuity will be 
commonplace when 02 hits. And speaking of 
QuakeC, all you wannabe level designers can 
forget having to learn the arcane intricacies of 
this language, since Carmack and Co. have 
opted to use plain ole C to code their latest 
opus. 

For the record, I must point out that id, 
responding to customer feedback about Quake, 
is endowing Q2 with both a cohesive plot and 
compelling single-player missions. The story 
will be along the lines of "Aliens are on the 
verge of 
destroying 
the earth; 
go in and 
save the 
day," but 
hey, at least 
it's a story. 
As for the 
single-play- 
er missions, 
Itried one 
out at E3, 
and it 
seemed to 
be a lot of 
fun; many 
of the puz- 
zles that I 
encoun- 
tered were 
a lot more 
entertain- 
ing than 
the ones in 
Quake. Let's 
hope they keep these types of puzzles in the 
вате” final version. 

02% prospects are very bright as we go to 
press; of all the first-person shooters coming up, 
it looks as good as—if not better than—most of 
the others. We'll be sure to let you know if the 
final product delivers the goods. 


The Nintendo 64's got nothing оп 
these colored lighting effects. 


f anyone is going to test the bound- 
I aries of our mores in computer games, 
you know it's going to be David Perry 
and Co. This time, the game maker takes 
a look at what is quickly becoming 
(thanks to the approaching millennium) 
one of the most popular subjects for talk 
shows and crackpot cults: Armageddon. 
It appears that there are seven magic 
seals that protect the Earth from direct 
contact by Heaven and Hell; while these 
seals remain intact, it's almost impossible 
for either side to have a direct impact on 
Earth's inhabitants. When each of these 
seven seals has been broken (a date that 
has already been prophesied), then 
Heaven and Hell will fight the final bat- 
tle of good versus evil on Earth (sounds 
bigger than WrestleMania, if you ask me). 
It seems that the devil (living up to his 
bad rap) wants to win this final battle; to 
ensure victory, he uses his 
most powerful magic 
to create a servant 
and send him to 
Earth (remember, 
I said “direct con- 
tact” was almost 
impossible). The 
servant's pur- 
pose is to “suck- 
er punch” the 
good guys in 
the battle for 
humanity. 
With ап 
intricate 
network 
of spies at 
work, 
Heaven quickly 
finds out about 
this and sends its 
own servant 


Messiah's cast will be 
loaded with tons of ... 
shall we say ... 

“interesting” baddies. 


System: IBM PC 
Genre: action 


Publisher: Playmates 
Developer: Shiny 
Available: April ‘98 


down (via an 
experimental 
earthly lab) to 
stop the hell-spawn in its quest and to 
break the seven seals at the appropriate 
time so the final battle can be fought. 
That's where you come in; you play as 
Heaven’s servant, a little angel-type dude 
(known as a cherub, for all you scholars 
out there) named Bob. 

Your varied tasks in Messiah are all 
accomplished from the third-person POV. 
And while this might not sound like an 
entirely original way to play a game 
(cough, Tomb Raider, cough), Shiny’s new 
real-time deformation and tessellation 
(RT-DAT) technology promises to make 
it an experience the likes of which 
many gamers have never seen. This 
new technology’s biggest 
achievement is, simply put, its 
ability to move a bunch of 
polygons very quickly and 
simultaneously. The results 
are high-polygon-count 
characters, which in turn equates to 
highly detailed characters moving at 
insanely quick speeds. 

In terms of gameplay mechanics, 
Messiah will be expanding on a theme 
that’s becoming very popular in many 
console platform games: you'll be able to 
take over the “form” of other creatures in 
the game to accomplish certain tasks. 
The net result here is a huge boost to 
Messiah's learning curve and, as a result, 
its value. 

Shiny has never been a company to 
rest on its previous 
achievements, so some- 
thing tells me that 
Messiah is really going to 
blow away the naysayers 
who expect it to be an 
MDK clone. We'll keep 
you posted on its 
progress as it nears com- 
pletion. 


Though controlling a cherub 
might seem inherently evil, І 
can see how it might provide a 
uniquely compelling exerience. 


Shiny *prez" Dave 
Perry promises a 
groundbreaking game 
with Messiah. 
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System: IBM PC 
Genre: strategy 
Publisher: Accolade 
Developer: CyberLore 
Available: November 


who really got a kick out of the first 
Deadlock. At the time, I found the game's 
commitment to solid, turn-based gameplay a 
refreshing bit of early retro. And apparently, I’m 
not the only one who dug the first iteration 
because Accolade is doing up a second; this 
time, however, it has outsourced the develop- 
ment to CyberLore (developers of a whole 
bunch of cool stuff, including the WarCraft 
II Expansion Set: Dark Portal). 

Previously having worked with branded 
products, the folks at CyberLore knew 
what kind of approach to take with 

Deadlock 2. Their 

goal was to retain a 

consistent theme 
between the first 
title and this one, yet 
still change it enough 
to make it worthy of the 
"sequel" title. It appears they 
are close to accomplishing 
this. Among the most signifi- 
cant gameplay changes to z 
expect is the removal of 
“stacking limits” (in the first 


0 K, I'll admit it: I was one of the people 


streamlined. 


The interface from the first 
Deadlock has been completely 


Deadlock, you 
could use only a 
certain number of 
workers to do a 
given task, but 
now you may 
assign as many 
people as you 
want). You can 
also expect to 
see a demon- 
stration of 
Accolade's new "heads" technology; as the 
name suggests, this involves the very nice ani- 
mation of the game's alien 
races. 

I really dug what I saw of 
this game and believe that 
turn-based strategy game fans 
will have a lot to look forward 
to; my only concern for this 
title is its inability to show 
any "flash" in comparison to 
the plethora of 3D optimized 
games against which it will be 
competing. 


System: IBM PC 

Genre: action 
Publisher: RipCord Games 
Developer: Orbital Studios 
Available: October 


scenes to move the story along. 


50 COMPUTER & NET PLAYER 


Of course, FA has its fair share of cut 


names; let's just say that the space 

exploration/combat genre has 
been a little lacking lately. I think the 
general feeling is that most such 
games just try to do too much. 
Seeking to add a worthy entry to the 
space/combat race (and to avoid the 
"Jack of all trades, master of none" 
syndrome), Orbital Studios and 
RipCord Games are about to submit 
Forced Alliance for your consideration. 

At first glance, the game will 

remind you of many of the games 
against which it hopes to compete: 
you play as an outer space wing 
pilot, first class, who undertakes a 
whole bunch of covert missions, the 
purpose of which is to discover why 
attacks on humans' ships have increased so 
drastically. What you find is a whole lot of 
deceit and a conspiracy that's bigger than you 
ever could have imagined. These missions 
involve getting behind the yoke of each of four 
spaceships (there are four races in the game, 
and each has its own ship for you to pilot). If 
this sounds too familiar, read on. 


L et's not be harsh and name 


Forced Alliance 
hopes to distin- 
guish itself not 
by its plot, but 
by its execution. 
As you proceed 
to uncover this 
plot, you move 
ир їп rank; but 
іп FA, there's а 
“true conse- 
quence of rank” 
system, which 
means that if 
you're promoted 
to captain, you'll see more of a difference than 
simply a bigger kill count. Another of the 
game's unique features is its “consequence of 
action"; basically, if you tick off one of your 
squad mates, he'll stay ticked off at you 
throughout the game. 

As this is being written, FA is still a long way 
off, so I don't want to make any hasty judg- 
ment calls about how the final product will 
turn out. But I can say this: the game will 
potentially fill the gap left by a host of under- 
whelming space/combat games. 


Examine everyone's 
motives very carefully. 
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0 could use only a 
certain number of 
workers to do a 
given task, but 
now you may 
assign as many 
people as you 
want). You can 
also expect to 
see a demon- 
stration of 
Accolade's new "heads" technology; as the 
name suggests, this involves the very nice ani- 
mation of the game's alien 
races. 
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Deadlock. At the time, I found the game's 
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refreshing bit of early retro. And apparently, I’m 
2 i not the only one who dug the first iteration 
because Accolade is doing up a second; this 
time, however, it has outsourced the develop- 
ment to CyberLore (developers of a whole 
bunch of cool stuff, including the WarCraft 
II Expansion Set: Dark Portal). 

Previously having worked with branded 
products, the folks at CyberLore knew 
what kind of approach to take with 

Deadlock 2. Their 

R ||] goal was to retain a 


consistent theme 
between the first 
title and this one, yet 
still change it enough 
to make it worthy of the 
“sequel” title. It appears they 
are close to accomplishing 
this. Among the most signifi- 
cant gameplay changes to 
expect is the removal of 


The interface from the first 


I really dug what I saw of 
this game and believe that 
turn-based strategy game fans 
will have a lot to look forward 
to; my only concern for this 
title is its inability to show 
any “flash” in comparison to 
the plethora of 3D optimized 
games against which it will be 
competing. 


Deadlock has been completely 
streamlined. 


“stacking limits” (in the first 


System: IBM PC 
Genre: action 
Publisher: RipCord Games 
Developer: Orbital Studios 
Available: October 


Ш еї not be harsh and name Forced Alliance 


NO POSTAGE 
NECESSARY 
IF MAILED 
IN THE 
UNITED 
STATES 
BUSINESS REPLY MAIL —— 
FIRST-CLASS PERMIT NO. 225 MT MORRIS, IL шнен 
POSTAGE WILL ВЕ PAID BY ADDRESSEE 
пареи 
Ea 
EE 
Of course, FA has its Ға! w 
scenes to move the sto Com puter & ane 
N — 
| eti PLAYER 


Р.О. Box 423 
| Mount Morris, IL 61054-8342 


50 COMPUTER & wer | 


m ma. 
_ m 
r= : аы. co 
++ 3 roprose.com www.w 

www .mic 


of his K =: ms. Our count en шш | 


hostile ue t 25 


Available оп Windows° 95 CD-ROM 
Visit your local retailer or call 24 hours: 


ІВМРС 
action 
Microsoft 
Monolith 
01 ‘98 


You have to love the total absence of pixelation. 


Riot 

iot, Monolith’s next entry into the 
ГЕ first-person shooter market, is 

interesting for several reasons. 
First and foremost, the game will not be 
using an iteration of id's highly touted 
and frequently licensed Quake engine. 
Second, Riot will be the first game to 
use the Monolith-created DirectEngine. 
Exhibited at E3, the DirectEngine is 
more of an SDK (soft- 
ware development kit) than 
simply a one-shot game 
engine. To avoid spewing end- 
less chunks of technobabble, 
I'll just say that SDK does its 
job well, and it renders a very 
nice 3D environment for the 
game; expect to see this 
engine used in several upcom- 
ing Monolith/Microsoft prod- 
ucts. Another interesting 
point about the game is its 
setting and themes; Riot will 
take place in an unmistakably- 
anime-esque world, and the 
plot behind your mission- 


Q2's powerful engine just might get some stiff competition. 


based combat will rival the plots traditionally 
found in adventure games based on anime. 

Having checked out the DirectEngine demo 
at Microsoft's E3 booth and having seen some 
of Riot, I think it's fair to say that first-person 
shooter fans (and there are a ton of you out 
there) have a lot to look forward to. Beyond the 
game's story and its host of unusual baddies 
and weapons, it simply has a unique look and 
feel that will, at the very least, catch your atten- 
tion. Although the many, many Quake-clones 
are great games, there's still a lot to be said for a 
completely new experience. We'll be sure to let 
you know just how fun this new twist on an old 
favorite turns out to be. 


IBM PC 
Strategy 
Microsoft 
Atomic Games 
November 
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Close Combat: 
A Bridge 
Too Far 


"ll come right out and say it: the first Close 
didn't meet the expectations of 

many wargame/strategy game aficionados. I 
heard a range of complaints, from the general 
(everything’s just too damn small) to the specif- 
ic (why does each battle seem to be fought in a 
vacuum?). In all fairness, though, the expecta- 
tions for the game might have been a tad unre- 
alistic since it was published by a company 
from whom we've come to expect stellar, well- 
balanced apps. Well, it is Microsoft, 
after all, and they still have high 
hopes for the Close Combat series, so 
they've commissioned the folks at 
Atomic Games to do it again. This 
time, however, they're listening to 
user feedback and have promised to 
provide the ultimate title for strate- 
gists and wargamers alike. 

The differences between CC and 
CC2 are not going to be instantly 
noticeable; to see just how much 
work Atomic has put into the CC 


The game revolves around the capture of five 
strategic bridges. 


gameplay model, you need to play it a little. 
Once you've started playing, the changes 
become apparent very quickly. Perhaps the 
most significant of these is the inclusion of a 
"real life" gaming environment. The first CC 
took place in WW II, but it didn't really seem 
like it; this time around, it's again set in WW II, 
but you've got three fronts to fight on simulta- 
neously. Further enhancements include a 
modified resource allocation system, new 
“winning” rules and new campaign structures. 
Let's sum up by saying the following: if you had 
even the slightest interest in the first one, you'll 
probably want to check this one out. We'll let 
you know the final score when we get our 
hands on the gold master. 8 
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The Daron 


ullets riddle your plane, shattering wood and shredding canvas. The sky screams 
with red tracers, smoke and explosions. And as the Red Baron himself blasts out 
of the sun’s glare... as your palms start to sweat and your pulse races... as you 
hear the ominous groan of stressed wings the instant before they shatter... you 
realize that this is much more than just a game. This is a taste of history. And your next move 
will determine whether you become a legend... or another kill in the Baron’s book. 


Eight years ago we set the standard for flight simulation with a product so timeless and 
revolutionary that it has remained unchallenged... until now. 


The Baron is Back. 


Visit our website and download the original Red Baron™ for free! www.sierra.com/RB2 
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ver three years іп the making, Red 

Baron II is ап epic achievement. 

From gamer directed features to 
state-of-the art technology, it is the ultimate 
recreation of the men, machines and 
experience that marhed the birth of aerial 
combat. 


sË Dynamix's revolutionary new 3Space 2.0™ 
engine takes a giant leap ahead of the 
competition with unmatched realism in 
terrain modelling. 


sË User-definable difficulty levels for players of 
all skill levels. 


>н Multiplayer dogfighting action featuring 
internet, network and head-to-head modem 


support. 


МЕ Fly single missions for quick action or select 
Campaign play for a full tour of duty. 


Be Over 40 unique aircraft with 22 flyable planes. 


sË The Dynamix Mission Builder™ allows players 


to completely customize their missions. 


Be Dynamix's revolutionary new АСЕ АГ" 


system recreates the skills, tactics and 
personalities of historical and non-historical 
pilots with unbelievable realism. 


vik The Plane Paintshop™ allows players to 


customize the colors, insignias and look of their 
planes, using either provided patterns or by 
importing artwork of their own from any 
standard paint program. 


м hen youre ready for skull-crushing, 
hard-hitting, tournament style 
action ... you're ready for Drachen Хог,“ 
Not just another fighting game, Drachen 
Zor takes you on a no-holds-barred battle 
through the nine blood pits of Drakkor — a 
mystical fantasy world where 16 high- 
definition, fully-mobile, 3D warriors all 
fight to become Warlord of the Dragon Gate. 

Fight one character at a time, or up to 
three others with its multiplayer networking 
mode — either way, you'll encounter combat- 
ants of all shapes and sizes attacking from all 
angles. And with more than 54,000 different 
playing combinations, you could play this 
game forever. 


Drachen Or 
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ENTER EAST FRONT 


Such is the setting of TalonSoft's upcom- 
ing East Front—a platoon-level, turn- 
based strategy game that models what is 
arguably the most horrendous regional 
armed conflict of the 20th century: the 
war between Germany and the Soviet 
Union between 1941 and 1945. In addi- 
tion to being TalonSoft's first attempt at 
modeling the German Eastern Front in 
World War II, East Front is also its first 
release in its new Campaign series. 
According to TalonSoft president Jim 
Rose, East Front benefited mightily from 
the voluminous reader input that flowed 
into the TalonSoft offices regarding the 
popular Battleground series. The impend- 
ing arrival of East Front indicates that 
TalonSoft is aggressively seeking to 
expand into new markets beyond its tra- 
ditional role as a purveyor of wargames 
for gaming grognards. From what we've 
seen of East Front, we're convinced that 


TalonSoft and the Campaign series are 
pointed in the right direction. 

At the heart of East Front lies a plenti- 
ful variety of campaign games, including 
a massive campaign that spans the War 
from 1941 to 1945. You can champion 


Above: 
Soviet armor 
burns during a 
winter German 
offensive. Left: 
East Front will 
feature a wide 
range of his- 
torical cam- 
paigns. 


the cause of Germany or the Soviet Union 
and assume the role of a freshly scrubbed 
tank officer out to prove himself. The cam- 
paigns unfold across a large number of 
interconnected missions, whose successful 
completion will bring experience and pos- 
sible promotions. To ensure that the forces 
under your control remain as up-to-date 
and battle-worthy as they can be, unit 


Panthers II. 


East Front will feature more than 
40 scenarios developed in part by 
the Pegasus Group, which also devel- 
oped many scenarios for 55175 Steel 


on Strategy Games 


replacements and upgrades can be 
purchased throughout the cam- 
paign. As is the case with the mili- 
tary units іп 5815 Panzer General, 
those in East Front will gain experi- 
ence as they encounter combat; 
this allows you to mold your hap- 
less band of war-fighting newbies 
into a well-disciplined force 
of experienced 
troops. 

In addition to the 
extensive campaign game 
options, you can choose 
from an impressive list of 
scenarios that model indi- 
vidual hypothetical and 
historical battles. Some 
are huge, sprawling affairs 
that represent some of 
the most important bat- 
tles of the War; others are 
tiny re-enactments that 
involve a mere handful of 
units. The scenarios were 
developed by a hand- 
picked “dream team” of 
game designers, including 
military historian Jim 
Dunnigan and a veritable 
who's who of the mili- 
tary-board-gaming scene. 


by Jeff James 


The terrain and graphic engines used in East Front 
are a generation beyond those used in TalonSoft's 
Battleground series. 


The pre-release version of East Front that 
we examined for this article contained a set 
of fully functional editors to create custom 
maps and scenarios. TalonSoft claims that 
the unit database will feature more than 
300 platoon types. 


AT THE HEART OF THE MATTER 
East Front features an entirely new turn- 
based game engine that shares more than 
а few elements with MicroProse's popular 
X-COM. As in that game, each unit in East 
Front is given a specific number of 
“action” points in every turn that must 
be expended to move and to fire. Also as 
in X-COM, units that haven't expended 
all of their action points will be given the 
opportunity to fire on enemy units that 
move during the same period. 

Visually, East Front is a marked 
improvement on TalonSoft’s earlier 
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games. The playing vantage point follows 
the tradition established in the 
Battleground series; 2D and 3D views are 
offered at several magnification levels. 
At the extreme 3D zoom-out posi- 


tion, armored 
units and 
groups of in- 
fantry are 
nothing more 
than tiny col- 
lections of 
pixels. As the 
magnifica- 
tion is in- 
creased, more 
and more de- 
tails become 
evident; fi- 
nally, the ex- 
treme zoom- 
in position 


d 


| A group of German 
tanks hunts for 

y entrenched Soviet 
units. 


clearly shows indi- 
vidual units and 
geographic infor- 
mation such as 
roads, railroad 
tracks and individ- 
ual buildings. 
Although the hex- 
based maps may 
lack the hand- 
painted beauty of 
those found іп SSI's 


East Front’s 2D view lets you quickly see spot-flanking movements 
by the enemy. 
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PzKfw VI “TIGER I” 


Developed primarily in response to the excellent T-34 series of 
Soviet tanks, the Tiger I—armed with the dreaded “88,” the 
famed German 8.8cm flak gun—tipped the scales at nearly 60 
tons. Heavily armored and technologically advanced, the Tiger I 
was one of the deadliest weapons of World War II. 


Panzer General II, East Front’s support for 
16-bit color (high-color) graphics gives 
maps and game pieces the added detail 
that a multimillion-color palette can pro- 
vide. We tested our pre-release version of 
East Front in a wide variety of screen reso- 
lutions, including 640 x 480, 800 x 600 
and 1024 x 768, and everything per- 
formed without a hitch. 


MOTHER RUSSIA MEETS 
MULTIPLAYER 


A game of this magnitude wouldn’t be 
complete without multiplayer support, 
and in this department, East Front is more 
than capable. In addition to the expected 
serial-link and modem-to-modem play 
options, East Front also offers play by 
email (PBEM) and hot-seat play. According 
to Rose, the game will also offer native 
TCP/IP support for multiplayer matches 
with up to 16 players over the Internet. 


MEIN VERDICT 


A new line of games is a gamble for any 
developer, and East Front is no different. 
The competition in this segment of the 
gaming market is especially fierce, and 
SSI's upcoming Panzer General II—which 
should be released the same time as East 
Front—is the largest threat to its success. 
We'll see how the market dynamics work 
out between these two products. 

What we've seen of the pre-release ver- 
sion of East Front leads us to believe that 
TalonSoft has a potential winner on its 
hands. If TalonSoft can follow the arrival 
of East Front with more high-quality 


Although it lacked the sophistication and technical superiority of 
German Panther and Tiger tanks, the Soviet Т-34/76 was pro- 
duced in enormous quantities. With its thick, sloped armor and 
powerful 76mm cannon, the T-34 outclassed nearly every German 
tank that stood up against it in the early years of the War. 


assaults an 
embattled 
position held 
by Soviet 
infantry. 


games in the Campaign series (rumor has 
it that the next game in the series will be 
West Front), the success of the Battleground 
games may pale in comparison. 

East Front will be available this holiday 
season for Windows 95-equipped personal 


Above: East 
Front's hex- 
1 based map 
system 
should be 
familiar to 
Battleground 
veterans. 


computers running a 486 or Pentium 
processor. For more information, contact 
TalonSoft at 415.382.4530, or head over 
to the  TalonSoft webpage at 
http://www.talonsoft.com.lB 


WAR ON THE RUSSIAN FRONT 
SUGGESTED READING 


As one of the greatest conflicts in military 
history, the war between the Soviet Union 
and Germany in WW II is worthy of extra 
study by any East Front gamer interested 
in the period. Here are some excellent 

books on the period recommended by 

the Computer & Net Player editorial staff. 


"Panzer Leader" 

by Heinz Guderian 

Da Capo Press, May 1996 
ISBN: 0-306-80689-4, 
$17.95. 
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Intel 166MHz Pentium® Processor with MMX™ Technology 
Intel AN430TX Motherboard with 512K cache & USB 

16 МВ EDO DIMM / 1.44MB Floppy 

3 GB EIDE Hard Drive 

5ЗУІНСЕ 3D w/4MB EDO RAM (METABYTE GIA 3D) 
Yamaha Sound on board 

16X CDROM 

104 Win95 Keyboard & Mouse 

Diamond Supra 33.6 voice Modem 
Mini-ATX CASE with 235 Watt Power Supply 
Microsoft windows 95 & McAfee VirusScan 
Monitor Sold Separately 


$ 999 


Intel 200MHz Pentium( Processor with ММХТМ Technology 
Intel ANASOTX Motherboard with 512K cache 
32 MB EDO ПІММ / 1.44MB Floppy 

3 GB EIDE Hard Drive 

53 МІНСЕ 3D with 4MB EDO RAM 

Yamaha Sound on board 

16X CDROM 

Diamond Supra 33.6 voice Modem 

104 Win95 Keyboard & Mouse 

Mini-ATX CASE with 235 Watt Power Supply 
Microsoft windows 95 & McAfee VS Scan 
Monitor Sold Separately 

Intel 233MHz Pentium® Processor w/MMX™ add $125 


$ 1,199 
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Intel 200МН2 Pentium@ Processor with ММХТМ Technology 
Intel AN430TX Motherboard with 512K cache & USB 

32 МВ EDO DIMM / 1.44МВ Floppy 

4.5 GB Ultra Wide SCSI w/UW SCSI Controller 
3D Video w/ 4MB RAM 

Yamaha Sound on board 

16X SCSI CDROM 

100MB SCSI internal ZIP Drive 

Diamond Supra 33.6 voice Modem 

104 Win95 Keyboard & Mouse 

Mini-ATX CASE with 235 Watt Power Supply 
Microsoft windows 95 & McAfee VS Scan 


$2,155 


Intel 233MHz Pentium® II Processor 

Intel PT440FX Motherboard 

32 MB EDO RAM / 1.44MB Floppy 

4.5 GB Ultra Wide SCSI w/UW SCSI Controller 
MATROX 3D with 4MB EDO RAM 

Yamaha Sound on board 

16X SCSI CDROM 

Miamond Supra 33.6 voice Modem 

104 Win95 Keyboard & Mouse 

Mini-ATX CASE with 235 Watt Power Supply 
Microsoft windows 95 & McAfee Virus Scan 


n 2 screen shot from Microsoft Fight Sim 


Finally, a flight sim with no limits. 
Flight Unlimited II from Looking Glass. The most 
realistic flight experience ever in a PC simulation. 


Beechicrat Flight Unlimited II sets a whole new standard with realism, 
aron 5 y ^ DeHaviland Beaver 


Эше» thrills and adventures you won't find іп any <= DHG2peaplane 
е $^ other flight sim. Ну the speedy Piper Arrow over 11,000 & % 
Аы miles of breathtaking, photo-realistic Bay Area = 


terrain. Jump іп the cockpit of the notorious P-51D Mustang. 


North American 
P-51D Mustang 


0r, mix it up with over 400 different aircraft using ground, tower and 
approach controllers. Whether уои'ге a rookie or an experienced pilot, 


take off with the most realistic flight sim ever. x > " 
Ж ірег 


Arrow 200 


[^ 


LOOKING GLASS www. lglass.com 


TECH LOGIES. 


©1997 Looking Glass Technologies, Inc., Cambridge, MA. Flight Unlimited Il and Looking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved. EIDOS Interactive is a trademark of EIDOS PLC ©1997 EIDOS. 
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Я Actual screen shot from Looking Glass’ Flight'Unlimited TI y Mc ME SES 


"Microsoft should have 
cause for concern...Flight 
Unlimited 15 stunningly 

rendered world is only 


Fuy THE DEHAVILAND BEAVER SEAPLANE IN FLIGHT UNLIMITED || AND ACTUALLY LAND ON WATER. FLIGHT exceeded in excellence by 
SIMULATOR MAY HAVE WATER, BUT IT SURE DOESN'T HAVE A SEAPLANE. its smooth interface." 


"E3's Best of the Best " 
Computer & Net Player 


П | 


www.eidosinteractive.com е | DOS 


L| N T & ñ A OT L| V E 


WHEN WE SAY “THE MOST REALISTIC WEATHER CONDITIONS,” WE MEAN IT. IN FLIGHT ||, THUNDER CLOUDS 
ACTUALLY FLOAT ACROSS THE SKY AS THEY UNLEASH A DOWNPOUR. EXACTLY WHAT ARE THOSE IN THE SKY 
IN FLIGHT SIMULATOR 6.0, ROCK FORMATIONS? 


Бу Jeff James 


very few months, the Computer & Net Player editors take a behind-the-scenes look at 


* 


what's coming down the jet stream on the flight-simulator front. Over the past few years, 

aircraft sims on the PC platform have seen varied degrees of feast and famine, but the 
upcoming holiday season looks especially promising. From what we've seen so far, there's a 
bumper crop of high-quality sims right around the corner. Thanks in large part to the advent of 
powerful 3D hardware accelerators, Intel’s new MMX technology and a slew of other technologi- 
cal innovations (such as force feedback and massively multiplayer options), the flight-sim scene 


on the PC has never looked better. 


. Our intrepid editors sought to gather the latest on a wide variety of new flight sims; what fol- 
lows is the result of their sleuthing. After a week or two of working the phones and getting the 
inside skinny, we present the magnificent seven: some of the hottest flight sims you'll see on the 


PC desktop over the next few months. 


Aces: X-Fighters 
Developer: Dynamix 

Publisher: Sierra 

Website: http://www.sierra.com 
Available: November '97 


When it comes to popular flight sims, 
you'll hear LucasArts' venerable Secret 
Weapons of the Luftwaffe (SWOTL) men- 
tioned more often than most. Designed in 
an era when the 80386 was the ultimate 
CPU and 256-color VGA graphics were a 


rarity, SWOTL gave aspiring pilots the A German Me-262 explodes under a hail of fire 


unlike the status and influ- 
ence real-world German 
fighter ace Adolf Galland 
managed to attain). Using a 
variety of historically accu- 
rate components, custom 
planes may be pieced 


chance to sit behind the controls of a vari- — tom an Allied fighter In Aces: X-Fighters. together and then tested in 


ety of advanced German WW II fighter 
aircraft, including the Messerschmitt Me-262 "Schwalbe" 
and the rocket-powered Messerschmitt Me-163 (which 
had a frightening tendency to explode during takeoff). 
Dynamix simulation programmer Scot Bayless and his 
team must also have been devoted SWOTL fans, as their 
upcoming Aces: X-Fighters (AXF) has much in common 
with that sim of yesteryear. Like SWOTL, AXF centers on 
the air war in Europe during World War II. In addition to 
the advanced flight models and vastly improved graphics, 
AXF goes above and beyond SWOTL in campaign mode: 
players can rise through the ranks to become design con- 
sultants for the air force of their chosen country (not 


the skies over Europe. This 
gives rise to such hypothetical questions as: what would 
have happened if the German Me-262 had been unleashed 
on American bomber crews in 1943 instead of 1944? With 
AXF, gamers will at last get the chance to answer these 
questions. 


BOTTOM LINE: flying exotic World War II combat aircraft 
seems to be just about every sim fanatic's favorite pastime. 
With X-Fighters, Sierra gives players something new: the 
ability to tinker and experiment with some of the most 
advanced fighters of that era. 


Flight Unlimited Il 
Developer: Looking Glass Technologies 
Publisher: Looking Glass Technologies 
Website: http://www.lglass.com 
Available: Оз 97 


Flight Unlimited ІІ offers a favorite among 
flight-sim aficionados: the North American 


P-51 Mustang. 


Fighter Squa п: Screamin’ 
mons over Еигоре 

Developer: ParSoft 

Publisher: Activision 

Website: http://www.sierra.com 


Available: 04797 


Eric “Hellcats” Parker has programmed more simulations 
than just about anyone else in the computer gaming 
industry. From Hellcats over the Pacific (released for the 
Macintosh in 1992) to A-10 Cuba!, Parker has created 
meticulously detailed flight sims that offer silky-smooth 
frame rates and dead-on-accurate physics models. Now 
Parker and his team have set their sights on World War II 
air combat, and their new flight sim—Fighter Squadron: 
Screamin' Demons over Europe (Demons)—should make 
just about everyone sit up and take notice. 

As they can in most combat sims that model this era, 
players can sign up with the American, British, or 
German air forces. The campaigns and scenarios run the 
gamut of locales from the European theater and include 
battles over Germany, France, England and the 
Mediterranean. Nine types of aircraft are included, each 
with its own unique cockpit art and flight models: P-51D, 
Р-38/, B-17G, Fw-190D, Ju-188A, Me-262, Mosquito Mk VI, 
Typhoon Mk IB and the Lancaster Mk II. 

Where Demons really excels is in its graphic quality 
and advanced 3D physics engine. For the former, Demons 
benefits from having robust support for a wide range of 
3D hardware that supports a plethora of advanced graph- 
ic features such as 16-bit color, Z-buffering, perspective 
texture correction, alpha blending and bi-linear filtering. 


BOTTOM LINE: Parker has created some of the most 
memorable flight sims for the Macintosh, and now he has 
applied his skills to air combat over World War II Europe. 


As the release date for Flight Unlimited II 
(Flight II) approaches, you may think that 
Looking Glass Technologies would be 


intimidated by the sheer size of the mar- 
keting budgets of its two primary competi- 
tors, both of whom happen to be based in 
the Pacific Northwest: Microsoft with 
Flight Simulator 98 and Sierra with Pro 
Pilot. If they are, you wouldn't know it 
from talking to Constantine Hantzopoulos, 
the project's passionate lead designer and 
producer. 

According to Hantzopoulos, Flight II 
will model roughly 10,000 square miles of 
terrain in the San Francisco Bay area; play- 
ers will be able to fly from airport to air- 
port across one of the busiest airspaces in 
the United States. In addition to standard 
instrument and visual flight range (VFR) 
flying, pilots will also be able to do less 
conventional things, e.g., flying under the 
Golden Gate Bridge and doing aerobatics 
over Oakland. More than two dozen flight 
adventures provide a mix of interesting 
flight scenarios that include rescue and 
firefighting missions. 

I've tried all three upcoming civilian 
flight simulators (including Pro Pilot and 
Flight Simulator 98), and Flight II arguably 
has the best-looking game graphics of any 
civilian flight sim I've seen. Though Pro 
Pilot and Flight Simulator 98 may offer 
more in terms of square miles modeled 
and the length of their feature lists, Flight 
П is an impressive product in its own right. 


BOTTOM LINE: it's up against some heavy 
competition, but Flight II should be more 
than able to hold its own. It's one of the 
best-looking civilian flight sims on the 


- market; Looking Glass has even done а 


convincing job of showing rain streak 
across your windshield as you fly through 
a storm! 


A British Lancaster en route to a target somewhere in 


North Africa. 
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Jane's F-15 


Developer: Origin 

Publisher: Electronic Arts 
Website: http://www.janes.ea.com 
Available: 01798 


One of the largest and heaviest 
combat jet fighters in existence, 
the McDonnell-Douglas F-15— 
which has been in continuous 
service since the mid-1970s— 
currently serves as the 

supreme air superiority fighter of the U.S. Air Force. 
Responsible for the vast majority of fixed-wing air- 
craft kills in Operation Desert Storm, the F-15 is one 
of the world's most effective combat aircraft. 

Such an aircraft deserves to be simulated well, and 
it's about to get just that: arguably the best computer 
simulation of it yet, Jane's F-15 was developed jointly 
by game-design veteran Andy Hollis and Jane's 
Information Group—the leading civilian provider of 
military information. A producer and/or lead design- 
er of MicroProse's venerable Gunship and the driving 
design force behind Jane's Longbow and Longbow 2, 
Hollis was also responsible for MicroProse's F-15E 
Strike Eagle series. As Hollis returns to modeling one 
of his favorite aircraft, he ensures that it has the lat- 
est in computer-gaming technology. 

Shown for the first time at the E3 trade show in 

= s Atlanta, Jane's F-15 will boast a number of leading- 
edge features, including support for 3D hardware and 
Microsoft's Direct3D. The available campaigns will 
include more than 2 million square miles of terrain 
over southwestern Asia. Among the multiplayer 
options will be the often requested pilot and copilot 
mode with two players flying in the same aircraft. 


DEDERE 


BOTTOM LINE: game design legend Andy Hollis 
brings a golden touch to anything related to a flight 
sim, and Jane's F-15 looks as if it may just wind up 
being the definitive simulation of the F-15 Eagle. 


Su-27 Flanker 2.0 


Developer: Eagle Dynamics Ltd. 
Publisher: Strategic Simulations Inc. 
Website: http://www.ssionline.com 
Available: Q1'98 


It was the sleeper combat-sim hit of 1996, and it amassed 
a following of fans who swore by its detail and accuracy. 
Developed largely by a team of Russian programmers, 
SSI's Su-27 Flanker models the multi-role Su-27 Flanker 
combat aircraft. With a smooth frame rate and an incredi- 
bly detailed physics model, it's one of the most significant 
flight-sim releases in recent memory. 
As they say, that was then; this is now. Su-27 Flanker 
returns to the PC early next year with a huge number of 
= new features and improvements. Gone are the rather 
gi homely flat polygons used in $u-27 Flanker 1.0. They've 
been replaced by a new graphics engine that supports 
MMX processors, 800 x 600-pixel screen resolution and 
32,000 colors. АП objects in the game now support 
texture-mapping, so the game has a much more 
listic look 
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F-15 is Andy Hollis’s newest creation. 


As you can see, the 3D objects in Su-27 
Flanker 2.0 are a generation beyond those 
featured in its predecessor. 


SSI claims that Flanker 2.0 will rely on geographic data 
from Russian sources, so players will cruise their high- 
priced pieces of Soviet military hardware over thousands 
of square miles of accurately modeled terrain. A new 3D 
sound system promises to offer Doppler effect and 3D 
shift sound features. And the multiplayer options are also 
ambitious; they include support for 16 players over an 
IPX local area network (LAN), or two players via modem, 
serial, or Internet. 


BOTTOM LINE: focusing almost entirely on flight dynam- 
ics and accurate physics models, the original 5и-27 
Flanker was computer flight simulation in its purest form. 
5и-27 2.0 adds impressive texture-mapped graphics, 3D 
audio effects and other embellishments to the mix. 


Developer: iMagic Online 

Publisher: iMagic Online 

Website: http://www.imagiconline.com 
Available: now 


Аз the most popular online-only flight sim- 
ulator currently available, WarBirds has a 
passionate following of dedicated sim dri- 
vers who prefer it to all comers. Players the 
world over have organized into squadrons 
of like-minded players, ranging from 
groups of Japanese nationals flying real 
Zeros to squadrons named and patterned 
after their real historical counterparts. 
Though WarBirds is popular among flying 
experts, novices find it a bit hard to get 
used to. WarBirds 2.0 has two new features 
that will be of immediate use to less dedi- 
cated sim mavens: a new point-and-click 
interface (which eliminates the cumber- 
some "dot" commands) and an easy-mode 
flight model that is more forgiving of the 
ham-fisted flailings (otherwise known as 
control inputs) of a neophyte. 

In addition, WarBirds 2.0 has a bevy of 
new plane types. Chief among these are the 
planes flown in the Battle of Britain—the 
Supermarine Spitfire Mk IA, Hawker 
Hurricane Mk I and Messerschmitt Bf 110C- 
4/B. Pilots will be able to fly more than 
three dozen types of aircraft—something 
for just about every type of player personal- 
ity. In the visual department, WarBirds 2.0 
offers high-color support (65,000 colors) 
and rolling terrain that makes pitched air 
battles over land that much more realistic. 


the most successful multi- 
player flight sim to date, WarBirds is the 
standard by which all other online sims 
must be judged. With this new updated 
version, iMagic has raised the standard 
even higher. 


Developer: Innerloop 
Publisher: Eidos = 
Website: http://www.eidos.com 
Available: 04797 


Intended to replace a variety 

of aircraft in the U.S. military 
arsenal, the Pentagon’s Joint 
Strike Fighter (JSF) project was 
designed to give all branches of 
the U.S. military the same strike 
aircraft to use into the 21st 
century. Two companies bid for 
the JSF contract: Boeing offered 
its X-32 aircraft; Lockheed- 
Martin and British Aerospace 
joined forces to work on the X- 
35. Though the real winner of 
this competition between these 
companies won't be decided until 
2001, thanks to Eidos Interactive 
and developer Innerloop, com- 
puter gamers will be able to fly 
the planes this holiday season 
with Joint Strike Fighter (JSF). 

The first sim to model both the 
X-32 and X-35, JSF centers on the 
planes’ likely combat duties. The 
final version will offer more than 


WarBirds 2.0 features even more 
types of unique cockpit art. 


 Bogies Inbound! Upcoming Flight Sims 


Title 

Confirmed Kill 

Eagle Ace 

EF2000 v2.0 

European Air War 

F-16 Aggressor 

F-22 Air Dominance Fighter 
Falcon 4.0 

Fighter Ace 

Flight Simulator 98 

Flying Corps Gold 

Flying Nightmares 2 

iA-10 Warthog 

iF-16 

iF-22 Persian Gulf expansion 
Longbow 2.0 

Phantom Ace 

Red Baron II 

Sierra Pro Pilot 

Team Apache 


Publisher 

Eidos 

VIE 

DID/Ocean 
MicroProse 

Virgin Interactive 
Digital Integration 
MicroProse 
Microsoft 
Microsoft 

Empire Interactive 
Eidos 

Interactive Magic 
Interactive Magic 
Interactive Magic 
Jane's 

VIE 

Sierra 

Sierra 

Eidos 


Available 
Now 
Q2'98 
Now 
Q4'97 
Q1'98 
Q1'98 
Q1'98 
Q4'97 
04797 
Now 
04 97 
01798 
Now 
Now 
Now 
02798 
01798 
04797 
01798 


Website 
www.eidos.com 
www.vie.com 
www.ef2000.com 
www.microprose.com 
www.vie.com 
www.did.com 
www.microprose.com 
www.microsoft.com 
www.microsoft.com 
www.empire.co.uk 
05.сот 
agicgames.com 
www.imagicgames.com 
www.imagicgames.com 
WWW.janes.ea.com 


WWW.Sierra.com 
www.sierra.com 
www.eidos.com 


JSF’s IFS graphics engine helps 
this strike fighter look convinc- 
ingly realistic. 


10 million square miles of accu- 
rately modeled landscape, 
including campaigns in north- 
ern Europe, Korea, Afghanistan 
and the North African desert. 
Support for 3D accelerated hard- 
ware is standard, but JSF’s most 
impressive feature is how good it 
looks when run on a non-accel- 
erated computer. JSF relies on 
what Inerloop calls the IFS (iter- 
ated function systems) graphics 
engine—a technology partly 
based on fractal geometry. It can 
render a 1024 x 768 display in 
high-color high resolution. As 
you get closer to the terrain 
below, the program compensates 
by keeping the ground and 
ground objects uncluttered and 
jaggie-free, even at the closest 
ranges. 


Innerloop is an 
extremely promising develop- 
ment team, and judging by the 
pre-release version we had at our 
disposal, JSF looks like a sim to 
look out for. Being able to fly the 
U.S. military’s two latest war- 
plane prototypes isn’t a bad fea- 
ture either. 


0, there you have it—se 
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is life on Mars. And in the twilight of the 21st century, it raises 
head. Dark Colony transports you to that not-so-distant future 
ring corporations have plundered Mars and unearthed a 
horrific secret. Now, all must suffer the consequences. 
This is real-time tactical combat — smart, visual, and violent. 
[he animation? Flawless. Feel the heat and toxic gases singe y 


with each fiery explosion and massive eruption. 


LAST SEPTEMBER, NASA SHOWED YOU MICROBES FROM MARS. 


TODAY, WE'D LIKE TO SHOW YOU HOW NICELY THEY'VE GROWN ОР. 


CIRCLE #102 ON READER SERVICE CARD 


You'RE DASH RENDAR - QUICK ОМ ІТ5 YOU АМО YOUR TINY SNOWSPEEDER SPEEDER BIKE MODE - FAST-PACED 
THE TRIGGER ОҒ A BLASTER. VERSUS A GIANT, IMPERIAL AT-AT. ACTION WITH A KICK START. 


"THERE'S A NEW FACE Ті 
EVIL IN THE UNIVERSE. d 


[AND YOU THOUGHT IT COULDN'T GET ANY UGLIERT] 


— l AR WARS % 


ИШ 


vehicles апа locations. With your 3D accelerator, it's а fast, sharp, colorful universe - so detailed, іп fact, уои 


Enter Prince Xizor - the newest villain in the Star Wars 


universe. In Shadows of the Empire, you'll encounter 


him along with a host of new Star Wars characters, 


can see the trigger of a blaster. Enter the fray in 5 gameplay modes; ground shooter, space combat, 
speeder bike, jet pack and snowspeeder - all in an effort to protect Luke from the evil clutches 


of Xizor - a face of evil so dark, you'll only find him in the shadows. WWW.lucasarts.com 


@, TM & © 1997 Lucasfilm Ltd. АП Rights Reserved. Used Under Authorization. Star Wars and the LucasArts logo are registered trademarks, and Shadows of the Empire is a trademark of Lucasfilm Ltd. 
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"FAST, CHALLENGING; AND TOTALLY ABSORBING" 


-NEXT GENERATION ae 
"AN INNGVATIVE BLEND GF ACTION AND STRATEGY" 
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"POTENTIAI ТП ВЕ THE GAME GF THE YEAR" 
“ADRENALINE VAULT 


"WIPRISING FORGES NEW GROUND" 
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Ju Set M.D! 


s computer and video games take their final steps out 

of puberty and into maturity, more and more attention 

is being paid to the sounds that accompany the game- 
play experience. There are a bunch of reasons for this, but 
probably the most significant factor in games music's delayed 
“coming of age" is this: until very recently, you needed to be a 
programmer to make music for games. And while programmers 
are certainly the backbone of this industry, they aren't noted for 
their outstanding composing abilities (although I think it would 
be funny to see a Tommy Tune-directed musical starring 
Sweeney and John Carmack). As the technology behind games 
music has become more musician-friendly, the quality of music has 
moved substantially forward. We had a chance to speak with some of 
these musicians about their backgrounds, their chosen profession 
and the future of games music. Here's what they had to say: 


was the first 

| went to? 
CHANCE THOMAS 
Music PRODUCER, SIERRA: 
My first rock concert was a 
BTO [Bachman Turner 
Overdrive] and ELO [Electric 
Light Orchestra] double- 
header; | believe | was in 6th 
grade at the time, which was 
in 1972. | had been going to 
non-rock concerts since | was a kid, though, because my mom was 
a violinist in the Utah Symphony. 
Tommy TALLARICO 
PRESIDENT, TOMMY TALLARICO STUDIOS: 
Van Halen, of course. | went during the Diver Down tour. 
Witt Loconto 
INFERNAL MASTER OF NOISE, lon STORM: 
It was the Cars, in 1980. I still remember it vividly. 


Unfortunately, that hasn't happened 
yet [laughs]. After reaching adulthood, 1 
realized the endless procession of 
cash going into demos wasn't helping 
me. | started my own production com- 
pany doing music for commercials and 
the like, and that eventually led to this. 
TT: l've wanted to make my living as a 
musician since | was three years old; 
also, as you would probably guess, | 
loved games. When І came out to 
California, | had a chance encounter with a producer from 
Virgin/Mastertronic when | was working at a guitar store. That 
encounter led to my testing games and, eventually, to making music 
for Virgin's games. 

WL: 1 always knew I'd make music, and І did the band thing for a 
while. Being a psycho gamer, | had always wanted to try to do some 
game music, since | thought a lot of games lacked good sound- 
tracks. | emailed John Romero when 1 heard he was starting lon 
Storm, then sent a tape and got the job. 


Few game-makers can draw such a musically suggestive scene; you 
can almost hear the birds chirping. 


15 have been your greatest influences? 

CT: My answers are inevitably unpopular. My idols were Tchaikovsky 
—he was unbelievable—Kansas, Yes, Boston ... you know, the '70s 
thing. | also love the work that Elton John and Billy Joel did; lastly, | 
can't forget to mention James Newton Howard and John Williams. 
TT: Beethoven, Eddie Van Halen, Elvis Presley, Jerry Lee Lewis ... 
were easily my biggest influences. 

WL: l've been influenced by so many sources that it would be hard 
to pin them down, but just as general influences ... Depeche Mode, 
The Beatles, XTC, David Bowie, Enya, Sex Pistols, The Ramones. | 


C&NP: Have you ever done studio work as part of a band? If you have, 
d does the experience compare with your work on games? 
ст: I've worked with a band before, and | actually prefer this; this 
isn't flattering to me, but | tend to have incredibly clear ideas. | really 
like to be writer, arranger, producer, performer. All of this control 
allows me to put together stuff that, in my opinion, sounds great. 
TT: Diamondz in the Rough was the name of my first band. The most 
valuable thing | learned from that experience was how to “play well 
with others." When you're in a band, you've got a whole bunch of 


enjoy just about any kind of music—not country—and probably get 
influenced a little by everything | hear. 


unger, did you say to yourself, “I’m going to 
mes,” or did you just fall into this line of work? 


was young, | said “I’m going to be a rock star.” 
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good ideas—at least, you think they're good—but you've got to 
work with the other people in the band to implement those ideas; 
you have to be able to take input. Doing the kind of work I’m doing 
now requires that same skill because you're doing music, but you're 
also taking into account what the producer of the title thinks, what 
the designer thinks, etc. 


Бу Glenn Broderick 


Spice Girls—sign of a more 
17 carefree GenX, or of the 
Apocalypse? 


< 
е done quite a bit o dio wo a ber of band е о ation із аме 
оте. l got to build dio fro e ground up, choosing the equipme anted, so | basica 
ave drea dio. The o g e input of other band members, but a e a 
a good g 
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e Do you think it's right that 
Kiss had a hand in making their 


Š own tribute album? 
e at can really constrain yo erms of ava 

able space 

as a unique ability to ma 
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Games Music 
Comes of Age 


expensive [laughs]. Their involvement can't help 
but draw more attention to this very important 
aspect of games, so in that respect, it's a good 
thing. In addition, the involvement of popular 
musicians in games music is going to raise the 
stakes for everyone who is doing this. 

TT: It helps legitimize the games-music industry. 
When people think of video-games music, they 
think of the Pac-Man intro music and generic 
Mario-type noises; when high-profile musicians 
get involved in doing games music, they help 
change that perception, which is a good thing. I 
want people to understand that this music, like a lot of *mainstream" 
music, is music to drive by and music to have sex by .... It's really 
good stuff. 

WL: The only effect | see it having is hype value. It doesn't make 
games music any better or worse, ог any more or less credible. | 
doubt someone would buy a game just because a high-profile 
artist did the music, if they hadn't planned on buying it in the 

first place. 


.C&NP: What is the most difficult part of your work? 


CT: Getting up in the morning [laughs]. Here's the biggest challenge: 
how do you take music, which by its nature is a linear experience, 


ABOUT THE RESPONDENTS 


TOMMY TALLARICO 


| somewhat of a legend | 
in the comput 
games-music biz. 


Tommy Tallarico, Tom 
Tallarico Studio: 


— CREDITS 
B The li 


team" to produce 
W Host of a comput 
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*[Through music,] you can completely 
set a mood, even before the player has 
seen a single thing."—Will Loconto 


and make it work in an interactive environment? 
| try to answer that question every day. 

TT: Гуе got the best job on the planet .... It's all 
so much fun. The only thing | can really say is 
sometimes a pain, is trying to please everyone, 
i.e., producers, suits, publishers, developers, 
etc., with my music. 

WL: | have one of the greatest jobs | could ever 
imagine. | guess the hardest thing would be һау- 
ing to give substance to someone else's ideas of 
what the music should sound like. Sometimes it 
is difficult to get onto the same page as the per- 
son with the idea, but usually we can deal with it. 


As has been clearly illustrated by the work of these three men and 
others like them, music in games today encompasses much more 
than the stereotypical twangs and wakka-wakkas of video games 
past. Music is steadily becoming more important to game develop- 
ment, instead of a post-production afterthought. And as music gains 
prominence in this process, you can expect to hear tunes rivaling the 
stuff you've come to expect from your favorite bands. So, 10 years 
from now, when you go to your local software retailer to buy Quake X 
because it also contains Marilyn Manson's latest EP, remember that 
it was prophesied here first. Ш 


Joi 
| Currently, 
| he's work- 
ing on the 
music for | 
 ирсот 
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CHANCE THOMAS 
Chance Thomas, Sierr: 1 


POLICE HUNT А 
MANIAC KILLER 
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Seeking (о establish the ОА 
of the Afth victim. of supposed de- 
capitation murder іп Greater Cleve- 
land in less than a yeàr, potice laast 
ight tock 4egenprinia a! a 40-ұға лы 
old man In County Morgue. and 
searched missing person files of the 
last six months for his description. 

A meager lead waa sean In.« res 
port made ‘two months «yo ef a 
malasing 40-year-old. WPA worker at 
Cleveland  Airpar! whose .phvslaue 
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DAY ІТ IS YOUR DESTINY! 


Ун 


А baffling string of horrific serial 
murders. A shadowy brotherhood in 
pursuit of unimaginable power. 

^n unholy ritual revived from the dark 
and distant past. This is Black Dahlia; 
America's most sensational unsolved 
murder case, now a haunting adventure 


of occult mystery. 


• From the creators of Ripper, a superb storyline inspired bv actual events. 


e A stunningly rendere amazingly real 3-Dimensional game world that 


includes over 7 ations on two continents. 
* More than 60 challenging and seamlessly integrated puzzles. ua 
* A unique interface which immerses you in the ultimate adventure game experience. ж 
* Ап outstanding cast of professional actors starring Dennis Hopper, INTERACTIVE SOMMWARE 
Teri Garr and Darren Eliker. www.bdahlia.com 


©1997 Black Dahlia and the Take 2 logo are registered trademarks of Take-Two Interactive Software. Inc. All rights reserved 
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THE FINE ART OF 
CONQUERING 


THE WORLD 


t's one thing to create a working civilization, 


quite another to lead that civilization to 
world dominance. IMPERIALISM’ inspires 


you to do both. Combining elements of resource 


management, economic trade, exploration, diplo- 
matic maneuvering and military conquest, this 
multi-faceted strategy game allows you to attempt 
what few in history have dared: unify the world 
under one leader! 

То achieve victory you must develop your 
country's infrastructure through deft manipula- 
tion of delicate economic, diplomatic and military 
resources. Then, skillfully maneuver it to a posi- 
tion of dominance in the Council of Governors. 

Easy to say. Difficult to accomplish. 

Your Cabinet Ministers will, of course, offer 


varying amounts of advice. 


But ultimate control over the fate of your nation is 
yours and yours alone. However you handle it, the 
vigorous climb to the top of this earth-like world is 


a challenge with no equal! 
8 


IMPERIALISM. 
The World is Within Your Grasp. 


www.imperialism.com 


Developed by Frog City. 
To Order: Visit your retailer or call 1-800-234-3088 
(USA ë Canada) with Visa or MasterCard. 


gic Simulations, Inc. 
à Mindscape Company | Haxaco offers 
4 units of Steel 
@ $329 / unit, 


Purchase [ШШ units 


“IMPERIALISM 


THE FINE ART OF CONQUERI NG THE WORLD 


"WINDOWS'95 & 
МАС`0$ CD-ROM ` 


[Trade Book 
| 


"THE FINE ART OF 


CONQUERING THE WORLD. 


VMPERIALISM 


AB 


is | улы, 


Танаа 


nd on your screen. 


Intrigue. Sorcery. 
Bloodtheft. It’s all part 
of everyday life in the 
captivating world 
of Birthright.™ ! 
Your battle against evil © 
begins in Cerilia, where you ü! 
alone have the power to - 
preserve your domain. Your 4 
weapons? Strategy, skill, Ж ШЫН 
magic, and a unique x 
heritage of divine power: 
your Bloodline. 
Discover what happens 
when fantasy role-playing 
meets battle/strategy 
with Birthright. Available 
now on CD-ROM. 


Seek fortune, power and adventure in the 
faithfully rendered realms of Anuire. 


Become one of 34 interactive characters 
fighting to rule your domain 


Collect spells, weapons, blood abilities 
and the power you need to conquer evil. 
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TEEN 


Our reviews аге the opinions of our freelance and staff writers. 
Games are rated on a scale of 1 to 10; 10 is the highest rating. 


VIEW INDEX 


If you see one of these stamped 
on a review, put down the mag- 
azine, go to your software store 


ACTION STRATEGY 
88 Formula 1 108 Creatures 
90 Sandwarriors 110 Fallout 


93 X-Car: Experimental Racing 


112 Pacific General 


and buy said game immediately. 


PLAYER PERFECT 
Excels in all 
categories. A 
milestone. 
These games 
are very rare. 


PLAYER PREFERRED 
An overall 
great game. If 


STRATEGY 


Computer & Net 


94 Broken Sword: The Smoking 116 Exile Ill: Ruined World, Cryptic 
Mirror Passage, Dragon Dice, Gooch 
96 DogDay Grundy's X-Decathlon, Tennis 
Elbow, Heroes of Might and 
SIMULATION Magic ІІ: The Price of Loyalty, 
98 iF-22 Microsoft Entertainment Pack: 
SPORTS The Puzzle Collection. 
99 Aaron vs. Ruth: Battle of the 
Big Bats 


103 Links LS: 1998 Edition 
104 Tony LaRussa Baseball 4 
107 Worldwide Soccer 


Ratings Categories 


OVERALL: this rating takes into account all the game's pluses 
and minuses. This overall rating is not an average of the 
other scores. 


$ VALUE: we tell you whether a particular game is worth your 
hard-earned dollars. With games running anywhere from 
$20 to $80, you might find this rating indispensable. 


ORIGINALITY: a look at the effort that was put into creating a 
unique gaming experience. Same old just doesn't cut it here. 


PLAYABILITY: ease of game's interface, enjoyment of the task 
involved, control mechanism and replayability all factor in 
here. Playability is a game's single most important aspect. 


MULTIPLAYER: ease of multiplayer setup and the number of 
multiplayer options all come into play here. 


GRAPHICS: we look at things such as animation, background 
and character art, color palette, scrolling, resolution, etc. 


MUSIC: we evaluate those wonderful musical scores. 


SOUND FK: on the side of the human head, ears play a big 
part in evaluating this non-musical aspect of the game. 
Creating an atmosphere is crucial. 


This symbol means that the game can be 
other people via the Internet, a LAN, mox 
words, there is no single-player mode. In 
categories, online-only games are rated oi 
COMMUNITY: having up to hundreds of 


taneously can be cool, but how: well 
all this human traffic? 


LATENCY: although the Internet and y 
causes of most latency, games can cause 
latency-tolerant a game's design is the be 
this category. . 


Summary Paragraph 


It all ties together here, where we issue our final verdict 
and tell you honestly whether it's a dog or a Doom. 


РБЕ аР 


CD-ROM = MS-DOS WINDOWS WINDOWS 95 
GAME 


you're an avid 
player of the 
genre, this 
game is a must- 
own for your library. 


Important stuff you need to know about the game, includ- 
ing hardware requirements, developer, publisher and price. 
You'll even discover some of the game’s active ingredients. 


MacOS 


Win95 


8 megsbyes RAM 


ете ype et game ie a weiter et 


strengths, andi provides a welcome Break rom. 
+» When you're caught by the 
police and thrown into the 
pound, you must solve a series 
of puzzles to get out. 
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549.95 


One compact disc 
Bizarre Creations 
Psygnosis 


http://www. 
psygnosis.com 


IBM PC Pentium, 


90MHz for bility for two people to play at the same time via 
Native 3Dfx split screen. There are no rearview mirrors, no spec- 
120MHz for tacular crashes, no flying fragments and no sem- 
Direct3D blance of real-world physics. When you slam into 
Wind 95 another car, the less than adequate result resembles 
IOO s j more of a bumper-car collision than anything else. 
3D acceleration Worse, collisions have little effect on other drivers, 
required 
Supports 
3Dfx/Verite/Matrox 
Mystique/Permedia 
Sound Blaster or 
compatible 
16 megabytes 
RAM 
50 megabytes 
hard drive 
Using a 3D accelerator card can really make a difference. 
OVERALL accelerated graphics, 
$ VALUE FOCA license, fast cars. 
ORIGINALITY no options available. 
PLAYABILITY easy to play for newcomers, 
MULTIPLAYER ы accelerated graphics, solid 
GRAPHICS : 
no multiplayer support, not 
MUSIC much to sink your teeth into, particu- 
SOUND FX larly for hardcore sim fans. 


BY CHRIS JENSEN 


Formula 1 


ure and simple, Formula 1 is an arcade 
P game. It's a souped-up version of the classic 

Pole Position, but this time it sports 3D accel- 
erator support and an official license from Formula 
One Constructors Association (ҒОСА). 

Running under the influence of a 3D card, F1 
wields a fairly brisk frame rate, though it’s apparent 
that no card's proprietary features are fully utilized. 
1 can't help but feel that, with a little more develop- 
ment time, a lot more could have been accom- 
plished with the look and playability of this game. 

What really sticks out is that F7 lacks numerous 
features that we've come to expect in this genre. 


What really sticks out is that 
F1 lacks numerous features that 
we've come to expect in 
this genre. 


Missing are multiplayer support and even the capa- 


а pure arcade game 


with limited appeal for racing veterans. 
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who drive on as if nothing had happened. 

Controlling the car with a joystick can be a real 
challenge; there's no way to alter the stick's sensi- 
tivity. This game really demands that you use one 
of the many available driving wheels, something I, 
unfortunately, do not have. 

Included are 17 real-world circuits that have 
been faithfully reproduced, thanks to Psygnosis’ 
affiliation with FOCA. On offer are 13 teams of 35 
real drivers, and in an interesting twist, they all 
drive as they would in real life. This means that 
the performance of your selected driver will vary— 
slightly—from the others'. Unfortunately, you 
can't create a custom driver, so what you see is 
what you get. 

From the main menu, choose either arcade or 
grand prix skill levels. In arcade, the car is a lot 
more forgiving around the corners; in grand prix, 
you'll need more skill on the turns, or you'll spin 
out of control with alarm- 
ing regularity. In grand 
prix mode, you'll also be 
able to tweak the car's 
performance, but this is a 
token inclusion because 
you can manipulate only 
downforce and fuel load. 

Engine sounds and tire 
skids are well done and 
guaranteed to annoy the 
neighbors. If you have a 
fairly complete audio 
setup, you can take 
advantage of the great 
Dolby Surround and 
Qsound options; these 
really make a discernible 
difference. Notable track 
announcer Murray 
Walker supplies the play- 
by-play, but this, unfortu- 
nately, becomes repeti- 
tive, so you may soon 
toggle off this option. 


If you like your racing light and o HINT 


easy to get into, then Formula 1 
will probably fit the bill. But, if 
you've been weaned on Indycar 
Racing, NASCAR 2, or Grand Prix 

II, and you liked the complexity 


Every car is 
faithfully 
reproduced 
down to the 
last decal. 


IB To get a feel for the car, 
toggle auto-braking and 
auto-shii 


ing. 


of those titles, Formula 1 will 
not please. 
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Wi Select a driving team with 
a winning record; it will 
make a difference to how 
you drive. 


А GOOD 7TH LECION RECRUIT 
ALWAYS SALUTES HIS VICTIM. "s 
| | LN, SM = a 


JM 


pu 


Scream through combat strategy and savor every GUT-WRENCHING 
moment of annihilating your enemy. With rage in your veins and 
ASSASSINATION on the brain, be prepared to command this 7th Legion" 
battalion in the ultimate UNTAMED DEATH FEST. Because once you're in-it's 
all about balls-to-the-wall real-time combat action, where "paying your = f ( 
respects" is done with а dignified SINGLE FINGER SALUTE. 


Ç 


7" LEGUN 


AVAILABLE ON WINDOWS 95. VISIT YOUR LOCAL RETAILER OR САЦ: 1.800.695.GAME 24 Hours (U.S. AND CANADA) 


nark of MicroProse, Inc, АЙ other trademarks are the p 


© 1997 MiccoProse, Ine, All rights reserved, 7th L 


w ATTITUDE. Your voracious band of w ANARCHY. Wage war with up to 6 legions w ACTION. MMX technology delivers 
ruthless mercenaries gets smarter as they via modem, LAN or Internet- then deploy action feverish, finger-blistering combat with action 


collect mutilated bodies for cold hard cash. element cards to wreak havoc on enemies. faster than any other real-time strategy game. 


549.95 


One compact disc 
Gremlin 


Interplay 
Productions, 
16815 Von Karman 
Ave., Irvine, СА 
92606 
714.553.6655 


http://www. 
interplay.com 


IBM PC Pentium, 
90MHz 
MS-DOS 5.0 
VGA graphics card 
2X CD-ROM drive 
8 megabytes RAM 
75 megabytes 


aving seen the remarkable structures left 
Н behind Бу the ancient Egyptians, some 

people believe that they were advanced 
for their time. Others theorize that they had help 
from other, technologically advanced entities. 
With Sandwarriors, the folks at Gremlin have taken 
the latter theory to the limit; if you like your action 
fast and furious, prepare to be sandblasted. 

At first glance, this game resembled other mis- 
sion-based action games like F-111X Agile Warrior, 
Star Fighter and Scorched Planet. In Sandwarriors, 
gamers take to the cockpit of an advanced fighter 
craft to wage war against the forces of evil gods. 


If you like your action 
flight sims fast and furious, 
prepare to be sandblasted. 


As you might expect from a game of this sort, 
you're almost always outnumbered in your quest 
to win missions, and you must rely on weapons 
and powerups to stay alive. 

You aren't totally alone, however; across the 
battlefields are cities and pockets of allied forces. 
They aren't decisively helpful, but they're better 
than nothing, and some of the cities contain 
strategic structures such as teleporter gates and 
shield-recharge stations. 

Sandwarriors distinguishes itself from its com- 
petitors by featuring useful, interesting terrain. 
Where the other games take place in flatlands or 
have mountains that look like triangles, 


Sandwarriors’ 
landscape 
resembles 
Egyptian LATUS 
sand dunes. SK EST 
The dunes зе an А? 
feature 

canyons that make for some interesting flying; ! 
often ducked behind them to foil pursuing mis- 
siles. These valleys also play a strategic role in 
many scenarios, as bridges that span them can be 
destroyed to prevent opposing ground forces from 
reaching their targets. 

As is often the case, there's a trade-off; here, it 
involves performance. Sandwarriors supports great- 
looking high resolutions. Even on my Pentium 166, 
however, | had to run it at the lowest resolution to 
maintain playable frame rates. If you can handle 
the 640 x 480 modes, you're in for a treat. The 
graphics are generally good 
at all resolutions, though I 
longed for more variety in 
colors and shapes. But 
action fans won't want for 
explosions: Sandwarriors has 
plenty of objects to destroy 
with a solid collection of 
well-differentiated 
weapons. Especially nice are 
the air-combat graphics 
that fill the sky with missile 
trails and spew convincing 


ps 


Death from 
above: here's 
one of many 
capital ships 
that can deal 
destruction to 
you and your 
allies. 


° ые 
There's plenty 


black smoke from damaged aircraft. 
The multimedia trimmings are rounded out by of air-to- 
a nice suite of music and appropriate sound. ground and 
Weapons have distinctive reports, and you'll hear air-to-air 
your shots hit the enemy and their shells bang action in 
Sandwarriors. 


against your hull. Mission controllers give you sta- 
tus reports, though I think more wingman chatter 
would have added atmosphere. Mission briefings 
are among the game's weaknesses, and the voice 
narration needs to be combined with better maps 
and strategic tips. 
Sandwarriors relies heavily on 

your shooting skills, but for consis- 


E Because bridges often are 
strategic gateways for 


hard disk 
The map gives players the locations of mission 
objectives. 
OVERALL gods, fighters, cannons 
$ VALUE and mythology. 
ORIGINALITY no options available. 
PLAYABILITY sound effects, graphics, vari- 
MULTIPLAYER ety and strategy elements. 
GRAPHICS uude high system requirements 
or higher resolutions; map views 
MUSIC and mission planning could be 
SOUND FX stronger. 


what seems derivative at first glance is actually a very 


tent success, use your head. In one 
mission, for example, you won't 
have time to shoot all the enemies, 
but you might be able to slow their 
progress if you destroy the bridges. 
In other scenarios, you'll be tasked 
not only with taking out your oppo- 
nents, but also with keeping alive 
your allies. 


Although ! was ready to write 
off Sandwarriors as another 
Agile Warrior, 1 ultimately 
decided it was better than 
many of its peers. Outside of a 
few sound-card problems and 
steep system requirements for 
high resolution play, 
Sandwarriors does a nice job of 
putting a fast spin on Egyptian 


GAME-PLAYING HINTS 


your opponents, down 
them with heavy missiles 
as a delaying tactic. You 
don't lose points for this. 


Bi Missile evasion: if you're 
pursued, dive and fly close 
to the dunes; the missiles 
will hit them instead. If 
the missile approaches 
you head on, use your side 
thrusters at the last second 
to dodge it. 


lll Enemy capital ships are 
usually guarded by large 
numbers of fighters on 
patrol. Approach slowly 
and fire the heavy missiles 
while you hover at maxi- 
mum range. Switch to 


nice flight-sim shooter. Support for high res and a unique art theme, 
plus a variety of missions put Sandwarriors ahead of games like Star 
Fighter and F-111X Agile Fighter. 
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cannons, and pick off 
the fighters that come 
into range. 


history. 


no compromises. 


E adly. abusive. 
ate domination tool. 


it's even better when plugged in. 
the stunning new 


gamestick 
From CH products. 


there is nothing like it. 
anywhere. 


gamestick. 
the future is here. 


SN, 


GAMESTICK - GAMESTICK 


760.598.2518 www.chproducts.com | 


Best Buy Chips & Bits Circuit City Comp USA Computer Express СуБегіап Outpost Egghead Elec! 
J&R Computer Micro Center Musicland Office Max Sears Software City Target The Good Си 


А malevolent 
3D fantasy quest from the 
creators of HEXEN” and HEXEN П: 


Death would be too easy. Too little to repay a thousand year 
old debt. Too quick to satisfy the hunger of one you bet raved 
in another millennium. Before he extracts his terrible price 
Play as one of 4 death-dealing ОП your soul, vou are bound to wander through five worlds of 
Mageslayers across dozens atrocity. Stoking your powers. Gathering magic for one last, 
hellish Jevels. | desperate struggle against Evil. Only then wil he anoint you 

Res with the last sacraments of vour torment. 


Spread the Evil with several 
modes of MultiSlayer action 
for up fo d6:players. 


No, Death would be [оо easy. 


а ° c заа 

CR 

i 

Windows 95 
MageSlayer € 1997 Raven Software, Inc. All Rights Reserved. Published and distributed by GT 
Interactive Software Corp. GT is a trademark and the GT Logo® is a registered trademark of GT 
Interactive Software Corp. Windows® is a registered trademark of Microsoft Corp. All other 
trademarks are the property of their respective companies. 


GT Interactive 
Software 


www.gtgames.com 


dmit it! There һауе been times 
A: you pictured your sub- 
compact rocketing down the 
parkway like a sleek European thorough- 
bred, trees and hitchhikers happily 
swaying in your wind-whipped wake. 
Well, dream on, Mario. After the dust 
has settled and the state troopers have 
put a wheel lock on 
X-CAR is pure, your soon-to-be- 
" impounded vehicle, 
pulse-pounding auto you can still legally 


racing taken to the max. fulfill your “pedal- 
to-the-metal" fixa- 


tion on the super- 
slick raceways of Bethesda's X-Car: 
Experimental Racing. 


Make no bones about it: X-Car is ed shifting, is available. 


pure, pulse-pounding auto racing taken 
to the max. In lieu of fully sanctioned, 
sponsored vehicles, X-Car models a variety of 
hypothetical, high-tech racing cars commonly 
referred to as "sports prototypes." Because they're 
notional exemplars of next-generation racing, 
players can modify any of the 
dozen or so cars provided. 
And if they plan to break from 
the pack, they must learn how 
to modify their concept cars to 
suit the idiosyncrasies of race 
conditions and track layouts. 
Fortunately, players can set 
up their cars' weight distribu- 
tion and G-force vectoring as 
they see fit, using VCR-cap- 
tured telemetry data obtained 


Tackle more 


than 11 tracks. during practice. In fact, they can tailor every con- 
Import new ceivable aspect of their cars, from tire pressure to 
tracks from suspensions, engines to fuel type, and thereby 
the X-Car web- compensate for air and surface temperature, track 
site and link type and ground and weather conditions. If they 
them to create wish, they can even noodle with the cars' paint 
your own rac- and decal schemes and roll up to the starting line 
ing circuits. with exotic creations. 


More than 11 tracks are included in the simula- 
tion, and, thanks to Bethesda's fully featured X-Car 
website, players can download new tracks, cars 
and other helpful information as soon as they're 
available online. Some of the game's tracks snake 
across rugged country settings; others meander 
through cityscapes or around the 
more traditional circuits. Drivers 
Oo HINT must negotiate hairpin curves and 
gently rolling terrain; on occasion, 
LE AULUS they may be airborne if their car 

меаќћег, питіну, ѕипіасе has too little downforce to effec- 
temperature and continu- tively hug the road. 

ous driving can have on On a 200MHz machine 

your car. The more heat equipped with MMX technology, 
LS ШТА X-Cor ran as smooth as glass. The 
less likely your vehicle frame rate was superb, regularly 
will cut corners efficient- bouncing between 25 and 30 

ly and hug the road. frames per second; never did | wit- 
ness any lags or stutters. Gorgeous 
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MARC DUL 


Price 
$49.99 


Media 
One compact disc 


Developer 
Bethesda 
Softworks 


Publisher 
Bethesda 
Softworks, 1370 
Piccard Dr., Ste. 
120, Rockville, MD 


3 20850 
Lots of in-game help, such as a racing line and computer-assist- 301.926.8010 
Website 
http://www. 
scenery abounded, and render rates, even for а 
quite distant objects, меге entirely satisfactory : 
(even though | did notice some sporadic frame Min. System 
separation during tight maneuvering sequences). Requirements 
Awkward wait times occurred when data was IBM PC Pentium, 
being transferred from the CD to the CPU. 60MHz 
Fortunately, these were confined to pre-game 2X CD-ROM drive 
segues and never adversely affected а race. 16 megabytes 
A host of options is available—optimal race RAM 
lines, steering, braking and shifting assistance, 
vehicle damage, wear and tear, spins and even 5 megabytes 
opponent skill levels. Variable in-game viewing hard disk 


modes are included, and, as alluded to previously, 
there's a handy little VCR, complete with several 
viewing perspectives and an abbreviated set of 
editor functions. 


I was especially pleased with X-Car's out- 
standing sound effects. Crowds cheered as 
the cars screamed by the densely packed 
stands. In my mind, all this indicates that a 
great deal of time and effort went into an 
awe-inspiring simulation that demon- 
strates the trials and tribulations of closed- 
cockpit racing. If you thrive on adrenaline 
rushes, X-Car holds its own against all of 
the acknowledged leaders. Best of all, it 
foils any known radar gun. 


OVERALL 


Contents: models next-generation, 


closed-cockpit, closed-wheel-design $ VALUE 8 
it ing. 

lá SOC pe ur ORIGINALITY 8 
ultiplayer: includes modem an 

IPX network support. PLAYABILITY 8 

Hits: supports the 3Dfx card; com- MULTIPLAYER 8 

plete suite of car setup options; play- GRAPHICS 8 

ers can download free tracks, cars MUSIC 8 

and other pertinent data from 

Bethesda's X-Car website. SOUNDFX 9 


Misses: gameplay stutters slightly in VCR playback mode. 
Last word: if you crave speed, X-Car shatters the sound barrier. 
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ADVENTURE 


$49.99 


Two compact 
discs 


Revolution 
Software 


Virgin Interactive 
Entertainment, 
18061 Fitch Ave., 
Irvine, CA 92714 
714.833.8710. 


http://www. 
vie.com 


IBM PC Pentium, 
60MHz 
4X CD-ROM drive 
DirectX 5.0- 
compatible sound 
and video cards 


16 megabytes 
RAM 


46 megabytes 
hard drive 


DOUG RADCLIFFE 


The Smoking Mirror 


he adventure genre, once king of the hill, 
| has taken a back seat to the "instant- 

action" genres—namely, the ever popular 
first-person shooters and Command & Conquer- 
clone real-time strategy games. Titles like Zork and 
the original King’s Quest put computer gaming on 
the map; however, some would argue the genre 
has taken a turn for the worse. Too much full- 
motion video and too many Myst clones have 
muddied the gaming waters and have left most 


-. it blends all the best aspects 
of the adventure genre ina 
package that should leave 

most gamers satisfied. 


gamers screaming for something innovative. 

Still, the traditional 2D adventure (think classic 
King's Quest or any LucasArts adventure) has its 
moments, and Broken Sword: The Smoking Mirror is 
one of them. The sequel to the well-received Circle 
of Blood, it blends all the best aspects of the 
adventure genre in a package that should leave 
most gamers satisfied. 

George Stobbart is in over his head once again. 
Maybe this guy should stop traveling to Paris 
because it seems every time he's there, he finds 
trouble (or trouble finds him). During his first visit 


OVERALL 


The background art is fantastic. Check out the 
vibrant colors and intricate detail. 


drug lords, Mayan 


$ VALUE artifacts, the end of the world, short 
ORIGINALITY skirts and dog dunking. 
PLAYABILITY no options available. 
MULTIPLAYER engrossing mystery storyline, 
sharp graphics and animation, 
GRAPHICS streamlined interface, great music. 
MUSIC although the dialogue is 
SOUND FX good, its presentation is a bit dull 


(needs a few more dramatic 
cinematics); nothing really new here. 


in a time of adventure-game mediocrity, Broken 
Sword: The Smoking Mirror is a refreshing play. If you enjoyed the 
first game (known as Circle of Blood in the U.S.), do yourself a favor 
and pick up this gratifying sequel. 
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Yikes! That's 
gonna leave a 
mark! George 
takes one on 
the back of the 
head. 


to the romance capital of 

the world, George happened upon a quaint little 
café that was suddenly turned into rubble by a 
bomb left by a psychotic clown. In The Smoking 
Mirror, he accompanies his girlfriend Nico—his 
love interest from the first game and wearer of a 
snazzy short skirt—on a search for ancient arti- 
facts. But after Nico has been kidnapped and a 
crazed drug lord has threatened to kill them both, 
George realizes there's more to the story than just 
some old Mayan trinkets. 

Like most 
traditional 
adventure 
games, The 
Smoking 
Mirror is com- 
pletely 
mouse-driven; 
just click your 
mouse pointer 
where you 
want to move 
or on what 
you want to 
look at. The 
interface has 
been simplified, so interacting with the game- 


Flames 


Getting past 
the flames is 


world is a breeze; every action is just one left- or the least of 
right-click away. George's 
Gameplay is solid but typical adventure fare. worries. 


You guide your alter ego around the screen, gather 
objects, converse with characters and solve puz- 
zles. In a nice touch, the player controls both 
George and Nico during the course of the game— 
a feature that reminded me of Sierra's Gabriel 
Knight series. Puzzles are fairly well-done and offer 
a variety of challenges. Some are almost arcade- 
like in execution; one such puzzle required me to 
wait until a bad guy was at the right spot before I 
let loose a barrel that would bowl him over. 

As with Circle of Blood, The Smoking Mirror's 
finest quality is its deep storyline and topnotch 
graphics and animation (the cool parallax scrolling 
provides a 3D effect). Although the gameplay 
visuals look great, the animated, cartoon-like cut 
scenes are even better—as good as 
stuff you see on Saturday morning. 
The voice-overs are really good, but 
the flat dialogue sequences could 
have used some of the visual impact 
of the cut scenes. 


I You must cause a commo- 
tion in the art gallery. Try 
putting something in the 
art critic's drink. 


TS 


Bi Getting around that pesky 
guard dog can be a prob- 
lem. Go inside the watch- 
man's shack and swipe 
the biscuits. Plug up his 
chimney and smoke him 
out! A splash of water 
will cool the chimney 
down so that you can 
touch it. 


So what's the verdict? Simple: 
if you enjoyed Circle of Blood, 
you definitely need to pick up 
Broken Sword: The Smoking 
Mirror. Although the adventure 
genre is still crying out for 
innovation, The Smoking Mirror, 
with its appealing visual style, 
deep storyline and meaty 
gameplay, should be on any 
adventure fan's play list. 
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Not YOUR EVRY DAY <% 
Qur:or.BorY EXPERIENCE 


іш; 


То order, visit your retailer ог call 1 800 447 1230 e. 


сала 


Уу USA SIRTECH 


Tel: (315) 393 6633 Fax: (315) 393 1525 
E-mail: webmaster@sir-tech.com www.sir-tech.com PLAY DELELE 


ADVENTURE 


BY JULIE GORDON 


his is the type of game title that writers feel 
compelled to exploit with a cheesy play on 


n 

2 words. I'll get mine out of the way right 

2 now: іп this first-person adventure, society has 

Win95 gone to the dogs—literally. In a gameworld popu- 4 
lated Бу dogs, а dictator has instituted а totalitarian ing from a nightclub and other sounds of the city. Sure, he's a 
government. Dissension is not tolerated, and those Even the brooding, bass-driven soundtrack con- pathetic wino 
who question authority are imprisoned or executed. tributes to the sense of danger and urgency. lying in a filthy 

$49.99 You play as a member of the underground rebellion. Gameplay is nonlinear, to an extent. You can alley, but that 


One compact disc 
Eyst Ltd. 


Impact Interactive, 


Your goal is to help the cause while avoiding detec- 
tion by the dictator's thugs. 

This unusual storyline is опе of DogDay’s 
strengths, and it provides a welcome break from 


.. When you're caught by the 
police and thrown into the 


explore certain areas and solve puzzles in any 
order, but you'll eventually reach a point at which 
you can't progress until you've completed a 
required task. The puzzles run the gamut of types 
and difficulty levels. You'll find everything from 
the old find-the-key-and-unlock-the-door chestnut 
to pattern-matching and logic-based puzzles. And 


6045 West for gamers who fondly recall feeding quarter after 
Chandler Blvd., pound, you must solve a series quarter into the Space Invaders, Pac-Man and 
Chandler, AZ Asteroids machines at the arcade, the game even 
85226 of puzzles to get out. offers the chance to play canine versions of those 


888.351.5969 


http://www. 
impactgames.com 


ІВМ РС 486 DX2, 


the fantasy/sci-fi plots that аге typical of the 
genre. The story unfolds in a bleak, urban setting 
replete with drunks passed out in alleys and the 
homeless lined up in a soup kitchen. Animated 
transitions help maintain the feeling of immersion 
in the gameworld; when you click your cursor to 
turn or move forward, the view either pans or 


old favorites. Perhaps the best feature of DogDay's 
puzzles is that they're well-integrated into the sto- 
ryline. Each puzzle is a legitimate task that you 
must complete to help your character overcome 
an obstacle. For instance, when you're caught by 
the police and thrown into the pound, you must 
solve a series of puzzles to get out. Every solution 
takes you one step closer to freedom. 


66MHz zooms instead of simply replacing one static DogDay has a couple of minor flaws. The first is 
Windows 95 image of your surroundings with another. As you that the cursor doesn’t change to let you know 
SVGA graphics make your way through this oppressive landscape, when you've found something you can interact 
cud you hear sirens wailing in the distance, music blar- with. Some may prefer the challenge of finding 
interaction spots on 
Windows 95- their own, but in my 
compete book, this only subjects 
sound car 


8 megabytes RAM 


A jail cell is so much nicer when you have someone to share it with. 


gamers to a lot of 
needless clicking and 
frustration. Another 
problem is that you 
may end up having to 
solve puzzles more than 
once. After you've com- 
pleted the tasks 
required to get out of 
the pound, if you aren't 
careful, the police may 
nab you again, and 
you'll have to redo 
those puzzles. Granted, 
you know the solutions, 
so you can make quick 
work of them. But solv- 


voucher he has 
for you will 
come in handy. 


OVERALL the dog pound, the ing a puzzle is rewarding only the first time 
$ VALUE Coalition Against Totalitarian Society around, after that, it's merely © НІМТ5 
(CATS), Chegga the dictator, an clous: 
ORIGINALITY iti e 
oppressed citizenry, an underground G h ired of thi Бі mTo avoid getting thrown 
ELAYABILITY 8 ШИ usual fantasy. or зс а based ГЭ OME 
MULTIPLAYER no options available. storylines will find DogDay's < ше пак чш 3 
GRAPHICS immersive environment, tale of political conflict inter- Ew a БІ ША number о 
MUSIC unique plot, puzzles with a legitimate esting. Nonlinear gameplay n 9 d 
purpose, nonlinearity. and puzzles that mesh well Бі Hif you have trouble getting 
SOUND FX with the plot are the game's E out of the pound, look 
l 2 deiecit ee strong suits, and only a couple around for a pattern. You'll 
sor, having to redo puzzles you've already solved. of minor faults mar this < meed taveneatitelsewhere 
solid, puzzle-packed gameplay and a fresh twist on engrossing, offbeat title. о 


to complete опе step іп this 
multi-part challenge. 


the usual adventure-game setting make DogDay well worth a look. 
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BLOW THE OPPOSITION ОСТ ОЕ THE SKY. 


WE HAVE. 


THE BEST IN FLIGHT SIMULATION HAS JUST GOT EVEN BETTER 


€ FULLY FUNCTIONAL MISSION EDITOR WHICH CAN BE USED TO PRODUCE CAMPAIGNS AS WELL AS MISSIONS. 
€ 3D CARD SUPPORT FOR UP TO 33 FRAMES PER SECOND. € MULTI-PLAYER SUPPORT WITH DEATH MATCH AND TEAM 


PLAY SUPPORTING NETWORK, MODEM AND DIRECT CONNECT. € NEW FLYABLE AIRCRAFT INCLUDING THE CLASSIC FOKKER D-VII. 
€ ENHANCED VIEW SYSTEM, INCLUDING A NEW PERIPHERAL VISION MODE. Ф NEW LANDSCAPE TEXTURING PROVIDING 
PHOTO-REALISTIC TOWNS AND VILLAGES. @ PLUS FORCE FEED STICK AND MUCH MUCH MORE. 


THERE IS NO COMPETITION, BUY FLYING CORPS GOLD TODAY FOR THE ULTIMATE COMBAT FLIGHT EXPERIENCE 


“FLYING CORPS IS OUTSTANDING" РС GAMER 90% H "THE NEW KING OF WW1 FLIGHT SIMS” CGW 4/5 
лы емрке 2... 
Рс GAMES А RATING !'NrERÜMACTIVE COMPUTER GAME ENTERTAINMENT 98% 
EMPIRE INTERACTIVE - CALL: 1 800 216 9706 WEBSITE: www.empire-us.com 


3Drx Loco © 1996 ЗОғх INTERACTIVE, INC 


аши" 


SIMULATION 


Win95 


Price 
$52.95 
Меша 
Two сотрасї 
discs 


Developer 
Interactive Magic 
Publisher 
Interactive Magic, 
P.O. Box 13491, 
Research Triangle, 
NC 27709 
800.789.1534 
Website 
http://www. 
imagicgames.com 
Min. System 
Requirements 
IBM PC Pentium, 
90MHz 
Windows 95 
4X CD-ROM drive 
SVGA graphics 
card with 1 MB 
RAM 
16 megabytes 
RAM 


80 megabytes 
hard disk 


BY DAVID ETHELL 


ІҒ-22 


ince the debut of texture mapping, flight 
simulator graphics have improved, but 


gameplay and realism have seemed to suf- 
fer from a lack of attention. Well, Interactive 
Magic hasn't forgotten what flight simulations аге 
all about, and players won't find themselves trad- 
ing off realism for graphics. 

At first, iF-22's flight model didn't feel quite 
right. | wiped out the MiGs in my first mission in 
just a few seconds. "Too easy," | thought. After | 
chose full realism and veteran-level skills settings, 
though, everything changed. Next time out, | was 
the sucker who got pounded in less than 60 sec- 


Interactive Magic has delivered 
one of the best flight simulations 
I've played so far. 


onds. Using the simple interface, | created a pilot 
and quickly started flying missions. iF-22 includes 
two mission theaters—Bosnia and Ukraine—and 
because of the high detail (they’re built from actu- 
al satellite images), each requires its own CD. The 
realism settings | chose brought the game's diffi- 
culty rating to 90: high enough to let me earn all 
the available medals. 

Single-player mode offers hours of play time— 
not because it offers a vast number of missions, 
but because iF-22 randomly builds new missions 
each time you play. It does this both for single- 
mission and campaign mode. This means you'll 
never play the same mission twice, even in cam- 
paign mode. The selection includes everything 
from CAP missions (similar to the deny-flight mis- 
sions flown in Bosnia today) to strike missions in 
which you must take out a 
bridge or an airbase. 
Campaign missions take you 
through one of two fictional 
wars: a Bosnian campaign in 
which your squadron 
defends Bosnia against a 
Serb invasion, and a 
Ukrainian campaign in 
which you defend Ukraine 
against invading Russians 
who are supposedly coming 


who live in the 
republic. Your 
performance 
realistically affects the outcome. Rather than bas- 
ing each campaign's outcome on whether you 
win or lose the missions, iF-22 bases the outcome 
on the performance of all the allied forces; this 
makes your tactical choices very important. 

iF-22 ran well on a Pentium 166. A normal 
installation, with only one theater, requires almost 
100 megabytes of disk space, not to mention that 
you'd better have an additional 100 megabytes of 
free disk space for memory swapping. The graph- 
ics are fast in standard mode, but fairly muddy. 
When l used the Direct3D option (I use a 
Rendition-based card) it was a touch slower, but 
oh, what a difference! The terrain went from 
above-average texture-mapping to almost photo- 
quality texture. Keep in mind that at low altitudes, 
the terrain graphics wash out like most texture- 
mapped games. The graphics are meant to be 
seen at high altitudes, which has evoked criticism 
from many players, since one of the F-22's roles 
puts the aircraft at lower altitudes than conven- 
tional fighters. The keyboard interface is fairly 
standard; not easy without a programmable joy- 


‘stick and throttle, but still usable. Thankfully, you 


can use the mouse to click almost every function 
in the cockpit, including the ejection seat. (Yikes!) 
Multiplayer games worked well іп all modes. | 
flew wing for another iF-22 player on many mis- 
sions using TCP/IP, direct modem connection and 
IPX (using Kali). A few times, | saw enemies that 
my partner didn't, or we lost synchronization. 
The massive hard disk requirement is my only 
complaint. Players should note, however, that iF-22 
is receiving lots of flak from 
the player community for 
installation and graphics 
problems. | experienced 
none of the problems men- 
tioned around the Internet, 
but you'll want to check the 
feedback for yourself before 
you buy the game. It's safe 
to say that the hardware 
requirements for the game 
are high: I 


The F-22A 
Raptor over 
Bosnia. 


$ VALUE 
ORIGINALITY 
PLAYABILITY 
MULTIPLAYER 
GRAPHICS 
MUSIC 

SOUND FX 


to rescue the ethnic Russians 


(€ c c) @ on © 


Contents: Bosnian strike missions, 
Ukrainian/Russian war, MiGs and SAMs 
aplenty, Direct3D support and the 
stealthy—and deadly—F-22 fighter. 


Multiplayer: TCP/IP, ІРХ, modem, 
direct connect; great performance 
using any of the options. 


Hits: unbelievable terrain graphics, 
great sound, random mission genera- 
tor, multiplayer cooperative games 
and a good flight model. 


Misses: none on my end, but many complaints from the field. 
Hard-disk requirements are my only complaint. 


Last word: this simulation is at the top of my stack. | haven’t been 
this excited about playing a flight simulation since Falcon 3.0. 
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I didn't know Su-27s could pull that fast! 


than a Pentium 133, plenty of free 
disk space and a very good graphics 


card with 3D support. 


ІҒ-22 currently stands at the 
top of my flight simulation 
list. If you're a simulation fan 
who enjoys the technical 
aspects of flying, you should 
buy this game; but if you want 
the computer to take care of 
most of your chores, you may 
be disappointed with how 
much work each mission 


requires. 


Ii Use your wingman. Ву 
default, they fire only 
when defending them- 
selves unless you order 
them to attack. 


wouldn’t 
attempt the 
game with less 


TS 


Bi On escort missions, don't 
get too distracted by 
potential targets. If they 
aren't a threat to the 
planes you are escorting, 
don't go after them. You 
may wind up handing 
over your friends to an 
unseen enemy. 


Wi Fly perpendicular to 
oncoming mi: s. Bank 
into them hard at the last 
second while dispensing 
chaff and flares. 
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Тһе first thing 
that troubled me 
was the minimal 

number of players and 
stadium selections. 


BY TOM HURLEY 


Т he PC baseball market is perhaps the 
most competitive of the genre. And the 
sheer number of baseball titles can, unfor- 
tunately, result in some pitiful iterations of 
America's pastime. Aaron vs. Ruth: Battle of the Big 
Bats is one of those; in fact, it is 
one of the worst baseball sims 
l've ever encountered. 

To be fair, ІЛІ briefly men- 
tion Aaron's positive aspects 
before | launch into a “bitter 
sports geek" tirade that will 
embarrass me and my family. 
It was very easy to install, and 
the gameplay interface was simple to master. 
Also, some of the player nuances were accurately 
rendered, e.g., Babe Ruth's swing and home-run 
trot and Juan Marichal's leg kick, but that's not 
enough to make a great baseball sim. Don't ever 


Teamüng — 


Най 
Беле 

Sohthidt 
Borsan 


In draft mode, 
you can fulfill any 
GM's dream: do 
you select Mays or 
Musial? Carlton or 
Clemens? What 
choices! 


HINTS 


anywhere. 


GAME-PLAYING 


@ Keep an eye on your pitch- 
er's stamina. As long as 
he's listed as "good," his 
pitches will go exactly 
where you aim. If he's not 
"good," his tosses can go 


Œ When you draft a team, 
grab as many pitchers as 
you can. When you play in 
pro mode, the opposing 
hitters are excellent, so 
you'll use lots of pitchers. 


Team Gne pick | player 


say I’m not even-handed in my reviews. 

The first thing that troubled me was the mini- 
mal number of players and stadium selections. 
There are only four stadiums to choose from, and 
some of the great ones of the past—old Yankee 
Stadium, Sportsman’s Park and Shibe Park, for 
example—are conspicuously absent. Also, the 
title claims to contain baseball’s all-time “greats,” 
but true greats like Mickey Mantle, 
Christy Mathewson, Tom Seaver 
and Nolan Ryan have been omit- 
ted, while players such as Greg 
Maddux (a good pitcher but not a 
legend) and Sadaharu Oh (who 
never even played in the majors) 
are included. In season mode, 
except for the 30 or so “legends,” 
the players and teams are imagi- 
nary. A mix of current stars and 
legends would have been a neat 
touch. 

Aaron's stats are pathetically 
and embarrassingly minuscule 
when compared with those of 
titles like Baseball Pro 98 апа 


Z = Starting Lineup 


4 


With all these legends to choose from, filling out 
the lineup card involves some tough decisions. 


Triple Play 98. The “legends” stats are merely 
career composites, when year-by-year statistics 
would have better illustrated to casual baseball 
fans how some players (Mays, Musial, Cobb, 
Walter Johnson) absolutely dominated their eras. 
The stat tracking in season mode was also 
sparse, although | didn't much care how “John 
Brown" and "Bill Smith" were playing. 

Г also didn't like the cheesy manual draft mode, 
as the computer kept choosing the same players 
over and over, leaving me with the same roster 
game after game. This grew tiresome quickly and, 
when combined with herky-jerky, generic graph- 
ics, led to a less-than-happening gaming experi- 
ence. The players' uniforms were bland (it would 


$54.99 


One compact disc 
Barr Entertainment 


Mindscape, 675 
Almanor Ave., Ste. 
201, Sunnyvale, 
CA 94086 
408.737.6800 


http://www. 
mindscape.com 


IBM PC Pentium, 
90MHz 


Windows 95 
4X CD-ROM drive 


SVGA video 
adapter with 1 
megabyte memory 


16 megabytes 


have been a great touch to have each legend in RAM 
the team uniform of his era), and apart from some 25 megabytes 
barely noticeable differences, the players basically hard disk 
looked the same. 
Aaron vs. Ruth is a bad game that fails to 
effectively execute a pretty good premise. 
The title seems aimed at baseball nostalgia 
buffs, but there just isn't enough old-time 
"horsehide-and-leather" action to whet any- 
one's appetite. If you're looking for exciting 
baseball action with great stats and graph- 
ics, check out Triple Play 98. If you want solid 
action and extensive old-time team options, 
get Tony LaRussa 4 and use the import-stats 
option. Just stay away from Aaron vs. Ruth. 
Trust me on this one. I care about you kids; 1 
wouldn't steer you wrong. 
baseball "legends," four OVERALL 
stadiums; season, exhibition and $ VALUE 
home-run-derby modes. 
i | | ORIGINALITY 
simultaneous play 
for two players. PLAYABILITY 
easy gameplay and MUDTIEDAYER 
installation. GRAPHICS 
dubious "legend" choices, MUSIC 
omission of many classic stadiums, SOUND FX 


lousy graphics, minimal stats. 


if you want true PC baseball excitement, you won't 
find it here. Actually, you won't find anything exciting here. 
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DIGITAL MEDIA 


WHAT THE INTERNET 


CHECK QUT THE INTERNET S KILLER APP. 


netWAR™ is state-of-the-art, arcade-style action, Now, rather 
than playing against a machine, you can arm yourself with 
kick-ass weapons and take on up to thirty real-life human 
opponents--all online, 


One minute you're torching а tank 
driver from San Francisco, the 
next you're gunning down a jet- 
packed flame-thrower from Muskogee, 

next you're bombing an 
Apache tail-gunner from 
Fort Worth, 


The action's faster and more fun than anything 
you've seen on the Internet. You can battle 
solo or even create your own squad for teamed 
assaults, Best of all, there are 
no hourly fees or clubs to join, 
Fun, action, and friendship-- 
ёч hours a day, every day, 
just like real battle, 


Get in on the action; 

get a free demo or down- 

load the game at Wwww.metwar.com . 

The full version of netWAR is also 
available at your local retailer, 


IS REALLY GOOD FOR! 


THEN MAKE A KILLING ON THE WEB. 
OR DIE TRYING. 


Download the free demo 
and you'll be enlisted 
automatically in The Spoils 
of netWAR Sweepstakes. This is your 
chance to win more than $100,000 in 
killer prizes, 


The Spoils of netWAR Sweepstakes 


.. $100,000... 


If we told you the uhole $100,000 list of prizes we'd have 
to kill yous so check out the site for more details, or call 
toll free 1-444-3netWAR, for more information. 


The Internet's Hottest-Action Wargame 


www.netwar.com 


No purchase necessary. Must be 18 years of age or older to enter. Open to legal residents of the U.S. and Canada. Void in the Province of Quebec, the States of New York, Florida and Rhode Island, and 
wherever prohibited by law. For more information review the official rules at www.netwar.com or call toll free 1-888-3netwar. Copyright © 1997 Headland Digital Media, Inc. All rights reserved. netWAR and 
Headland Digital Media are trademarks of Headland Digital Media, Inc. 


Got Blood? 
Get Blocdier. 
And win a trip to Monolith 


. Headquarters іп Seattle, or 
other ereat “Blood’’-y prizes’. 


. Blood" Plasma Pak: 


% The only expansion pak made bu Monolith 
Productions, creators cf BLOOD" 


>. 7new maniacal monsters including Zealots, Fire 


Chrysallids and a new boss, The Beast! 


ow 

5°. З powerful new weapon 
modes including Akimbo Tesla Cannons 
and the Sphere of incineration 


for the Napalm Launcher! 


s 11 all-new bloodcurdling 
levels including 2 sadistic 
new Multiplayer Bloodbath levels! 


ТМ 


PL ASMA PASK 


GT Interactive red uires the 


Software 
. : 
esas www. ИШҮ сот CD-ROM www.gtgames com f | I y rs n ` f B f m 
www. gtinteractive.com U e E | G © ^de 
* RULES: 
NO PURCHASE NECESSARY. Open to US residents over 18 years of age at time of entry. Void where prohibited by law. For entry information and official rules, visit GT's web site at http://www.gtgames.com/blood 
rules or send a SASE to GTIS 10 E. 40 St NY, NY 10016 Attn: Blood Sweeps. Residents of WA and VT may omit postage. Game ends November 30, 1997. Blood Plasma Рак ©1997 Monolith Productions, Inc. 


All Rights Reserved. Created by Monolith Productions, Inc. Published and distributed by GT Interactive Software Corp. This game uses the Build engine and tools by Ken Silverman. 6Т” is a trademark and the 
GT logo* is a registered trademark of GT Interactive Software Corp. All other trademarks are the property of their respective companies. 


BY ТОМ HURLEY 


Links LS: 1998 Edition 


inks LS has long been the king of the PC 
| golf mountain, and | am just as guilty as 

anyone else of staring open-mouthed at 
my monitor as | hacked apart some of the finest 


courses in the world. Apart from the occasional 
course add-on patches, PC duffers have been 


You can use the 
shot preview to 
see what your 
best options are 
in a situation 
like this. 


forced into a yearly waiting 
game for a new Links LS edi- 
tion. The 1998 edition is here 
at last, and to use a well-worn 
Cliché, it was worth the wait. 
One of the neat features of 
the Links series as opposed to 
other golf titles is its user- 
friendly gameplay. The swing 
interface is one of the easiest 
to master, and the putting sur- 
face grid that in many golf 
titles is confusing and inaccu- 
rate is simple to follow and 


actually useful in Links LS '98. Once you install Links 
LS '98 and play a few practice rounds, you'll feel as 
though you can immediately compete in tourney 
play with some of the world's best players. 

Links LS ‘98’s easy gameplay interface and 


unbelievable graphics result in a visually stunning 
and immersive golfing experience. The new water 


Properly execut- 
ing a shot 

from this lie 
can win you a 
tournament. If 
you mis-hit, 
however .... 


9 HINTS 


W Practice rounds are the 
key to improving your 
game. If you struggle with 
something in a regular 
round, e.g., putting, take а 
practice round to work 
out the kinks. 


Ш Don't always use the 
caddy's default club 


GAME-PLAYIN 


selection. Check wind 
conditions and your lie 
before you swing. The 
caddy could be wrong. 


reflection and fog- 
and-haze features 
are breathtaking, 
and the terrain 
and ball-flight 
physics have been 
enhanced to pro- 
vide even more 
realism. Another 
welcome 
enhancement is a 
quicker (and 
therefore less 
annoying) screen 
redraw. In previ- 
ous iterations, the 


rhythm and concentration you had developed 
during a super round was often interrupted by 
maddeningly slow screen redraws. Now, through 
a technology called “look ahead” rendering, the 
next screen is actually being drawn as you plan 
and ultimately execute your shot. 

Arnold Palmer is back, as are Kapalua's 


Plantation, Village and Bay cours- 
es, and Arnie's own Latrobe CC. 
This leads to my question of the 
day: if Links LS '98 contains so 
many new features that markedly 
improve gameplay, how come I 
have to play the same old courses? 
Maybe I’m whining a bit (some- 
thing I’m not above, mind you) 
but | would have liked some new 
courses in the main package, 
instead of add-on courses that cost 
money I could be spending on 
loved ones and co-workers. 

The multiplayer options of LS ‘98 
are great, as now players can link 
up via modem-to-modem or 
TCP/IP. Up to eight players can 


hack and mulligan their way to golfing glory. Be 
aware, however, that you can't play via the new 
multiplayer options with earlier versions of Links LS. 

Although | liked Links LS 98,1 didn't like it as 
much as British Open Championship Golf. Although 
Links LS ‘98 now has animation to include your 
playing partners onscreen, | just didn't enjoy it as 
much as | enjoyed BOCG. | never felt as though | 
was playing in a suspense- and pressure-filled 


... if LINKS LS "98 contains 
so many new features that 
markedly improve gameplay, 
how come I have to play 
the same old courses? 


tournament, and neat little tweaks such as the 
interactive and helpful caddy and the wise-crack- 
ing announcers found in BOCG are missing 
fromLinks LS 98. 


The menu provides mind-blowing shot features 
and numerous views of the hole. 


Links LS "98 is another fine upgrade to an 
outstanding series, but it just isn’t as 
enjoyable as other (BOCG) golf titles. The 
graphics are outstanding and the gameplay 
excellent, but for overall enjoyment it just 
didn't stack up. Perhaps the time has come 
for this great series to pass the "golf king" 
baton to more worthy contenders. 


Contents: Arnold Palmer, Kapalua 


Plantation, Bay and Village courses, $ VALUE 7 
Latrobe CC, new screen redraw, mul- 

tiplayer options galore. ORIGINALITY 7 
Multiplayer: sequential eight- PLAYABILITY 8 
player support vía modem, null MULTIPLAYER 8 
modem and TCP/IP connection. GRAPHICS 9 
Hits: great graphics, easy interface, MUSIC 7 

тері tions, quick: 
пиш Ч D options, quicker screen so FX 8 


8 OVERALL 


Win95 


Price 
$79.95 
Меша 
One compact disc 
Developer 
Access Software 
Publisher 
Access Software 
Inc., 4750 Wiley 
Post Way, Bldg. 1, 
Ste. 200, Salt Lake 
City, UT 84116 
800.793.8324 
Website 
http://www.Access 
Software.com 
Min. System 
Requirements 
IBM PC Pentium, 
90MHz 
Windows 95 
8-bit sound card 
4X CD-ROM drive 


16 megabytes 
RAM 


35 megabytes 
hard drive 


Misses: same old courses, not as enjoyable as some other golf 


titles, no interactive caddy. 


Last word: a solid effort from a venerable title. But it's time for 


something new and exciting. 
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SPORTS 


BY TOM HURLEY 


Tony LaRussa 


Basehall 4 


tormfront's Tony LaRussa Baseball 3 was one 
Win95 S of the better baseball sims of 1996. The 
stats option and the capability to assemble 
Price a team of great players from both past and pre- 
$45.95 sent made baseball purists drool (I was guilty of a 
Media wet bottom lip myself), and the gameplay and 
One compact disc graphics were decent. It was the "encyclopedic," 
in-depth nature of TLB 3, however, that made it a 
Developer contender for baseball title of the year. Stormfront 
Stormfront Studios 
Publisher 


Maxis Inc., 2121 
N. California Blvd., 


-.. you can go into TLB 4's 
extensive "trade players" mode 


Walnut Creek, CA 
94606-3672 to wheel and deal like a 
510.933.5630 big-league GM. 
ay ee has returned to the Tony well once again, and the 
maxis.com result is another engrossing baseball experience. 
TLB 4’s strength is its extensive tweak options, 
Min. System which have the bases covered (pardon the pun). 
Requirements PC managers can match wits with opposing field 
IBM PC Pentium, generals through “managerial categories”; for 
90MHz example, you might add to your roster pitchers 
Windows 95 who have high endurance instead of low ERAs, or 


2X CD-ROM drive 
DirectX-compatible 
SVGA card 


16 megabytes 
RAM 


20 megabytes 
hard drive 


you could create a roster of players who are built 
for speed rather than power, or one that includes 


Double plays are rally killers. If your pitchers keep 
the ball down, double-play chances will increase. 


Contents: 800 MLB players; 


6 VALUE в Baseball Universe option; extensive 
stats; manager, exhibition and league 
ORIGINALITY 8 modes. 
PLAYABILITY 8 Multiplayer: simultaneous exhibi- 
MULTIPLAYER 7 tion play for up to two players; 
GRAPHICS 8 league play for up to eight players; 
simultaneous play for two players via 
MUSIC 7 modem, serial connection, or LAN. 
SOUNDFX 8 


Hits: importing stats option, 


Baseball Universe option, major “tweakability,” good gameplay, 


solid Al. 


Misses: generic uniforms and player nuances; doesn't include 


1998 expansion teams. 


Last word: an excellent title that has some of the most mind- 
blowing tweak options you'll see. The rest of the package ain't bad, 
neither. 
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aggres- 
sive or 
conserva- 
tive base 
runners. 
The categories you choose for your team will 


Staying ahead 
of the batter is 


depend on whether your home stadium is a hit- a definite 
ter's or a pitcher's park, and the roster you've advantage for 
inherited. Of course, if your team plays in a hitter's the pitcher. 


park and the roster is short on power hitters, you 
can go into TLB 4's extensive "trade players" mode 
to wheel and deal like a big-league GM. 

Another great tweak option is the "Baseball 
Universe." Here, you can create "super leagues" 
that consist of as many as 48 teams. A league of 
"mega teams" is at your fingertips, and you can 
transport teams and players from universe to uni- 
verse. This way, the leagues will always be current, 
and you can more accurately simulate roster 
changes that occur from year to year. You can also 
import stats from previous LaRussa titles, so you'll 
be able to track a player's career stats. Through 
the "import stats" option, you can thoroughly 
study player trends; this will help you more effec- 
tively create a roster for the ultimate "super 
team." 

Tony 4 also includes a neat "scout players” 
option, in which your scouts study the fantasy 
minor-league players created by the computer. 
When you think they're ready, you can call up the 
players to the "big show" to see if their talent is 
major-league caliber. 

A common complaint about previous Tony titles 
was that although they were great on stats and 
tweak options, the gameplay and АІ weren't on a 
par with the rest of the package. Tony 4's game- 
play and АІ are the series' best yet, and they only 
enhance the realistic baseball experience. Unlike 
many other baseball sims, this one's AI is no 
pushover, and you'll often find yourself involved in 
a nail-biting, extra-inning, late-season divisional 
battle. 

| must admit | was disappointed with Tony 4's 
less-than-realistic player nuances and the generic 
uniforms. | can live with these minor disappoint- 
ments, but | wonder why a title that's so packed 
with realistic features has such robotic, cookie- 
cutter-looking players and uniforms. 


Tony LaRussa 4 is an enjoyable 
baseball sim that will provide 
sports gamers with hours of 
edge-of-their-seat excitement. 
The stats and tweak options 
are still the best in the PC- 
baseball world, and the АІ and 
gameplay are much improved 
over previous iterations. It's 
not quite as good as the fan- 
tastic Triple Play 98, but for 
stats- and tweak-geeks, it's 
second to none. Just sit back 
and enjoy the show. 
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Е Create a roster that best 
fits your home stadium. If 
you play in a spacious 
“pitcher's park" load up 
on speed demons. For a 
cozier "hitter's park" grab 
strapping power hitters. 


Wi Keep an eye on your pitch- 
er's stamina. Once he gets 
tired, opposing batters 
will drill his pitches. 
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WELCOME TO CYCLONE, ARIZONA. 
И ҮЛҮ AND FALLING. 


Something has gone terribly Н | ERS Developed by the award-winning 
F у; 


wrong іп Cyclone. You've come , team that brought you the original 
here to meet your friends only to H^Rvest' of Souls Shivers," Harvest of Souls" takes 


find everyone gone. #2 ІМ THE ACCLAIMED SERIES the suspense to the next level: 

It's just you, a dying desert w * Infinite replayability with 
town, and the eerie feeling you're being watched. Soon, three completely different endings. 
a frightening tale of murder, accidental death and Indian * Pulsing musical score that's integral to the game. 
lore begins to unfold. A dark, complex mystery that only * Quick mapping feature lets you jump instantly to any 
you can unravel. place in town without back tracking. 

Hey, no pressure. If you fail, your friends die. So come to Cyclone. You'll find it's a lot easier to get 


here than it is to leave. 
Download the free playable demo now at www.sierra.com/shivers2 


Free Diablo Shareware with purchase of Shivers 2. Mail-In redemption-see box in-store for details. 
Or call (800-757-7707) and mention special offer -SH7NP. 


_ S I E R R A° 


Vision360™ - Panoramic views oid ie play by allowing you to scan the scene in any direction. 
ғ т К?" 


TEE 


©1997 Sierra On-Line, Inc. & and / or V designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. 


ME | 


) 5 
The award-winning Battleground Series” from Ayo. 
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COMPUTER 


GAMES 
== Bi Computer Games 


Available at Software Retailers World Wide! Reserve your, copy today! 


Ре 


id 
= Call 1-800-211-6504 (orders only please) or¿visit aur web site at www,talansoft.com 
Copyright 1995, 1996, 1997 TalonSoft Inc, Р.О, Box 632, Forest Hill, MD 21050 
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BY JEFFREY TSCHILT 


tation as the maker of extremely playable 

soccer games for its proprietary console sys- 
tems, such as the Genesis and Saturn. Now, Sega 
brings to the PC an able port of the Saturn's spec- 
tacular Worldwide Soccer '97. Other than the 
minor name change, the PC version is nearly an 
exact duplicate of the console game, from the ani- 
mated introduction to the sound effects that 
accompany the menus. 

Six modes of play are on offer in Worldwide 


S ega Entertainment has long enjoyed a repu- 


Win95 


Soccer exhibition, world league, world cup, cup Pn 
tournament, penalty shootout and link game. In а 
ап exhibition дате, pair апу of the 48 teams апа When the game ends in a Не, skillful penalty Media А 
set options such as weather, shooting can determine the victor. One compact disc 
Тһе animation in time of day and stadium. In Developer 
world league, your choice of 16 the ball with incredible dexterity and, more impor- Sega Sports 
WORLDWIDE SOCCER cams plays а 30-game series. In tant, with realistic actions ае to his un Publisher 
has to be seen to be world cup, all 48 teams compete tion and motion at the moment you gave the con- Sega Entertainment, 
x in an elimination tournament. trol command. Where other games require com- P.O. Box 8097, 
believed. Probably due to its console plex commands for things like heel passes, here, a Redwood City, CA 
: , heritage, most of the game's simple press in the opposite direction along with a 94063 
multiplayer options work only on а single PC. For push on the pass button is instantly translated into 800.USA.SEGA 
example, the cup tournament is basically the а slick, backwards drop pass. The control is so Website 
same as the world cup, but it allows up to four intuitive that it's almost as if the game can read http:// 
players to each control anywhere from four to 16 your mind! ttp:// ЖОО 
of the 48 teams. Any teams not selected by a play- The game includes a good selection of coach- nd зедарс) 
er are controlled Бу the computer. Тһе exhibition ing options, including seven team-play styles and Min. System 
game and the penalty 12 formations (4-4-2, 5-4-1, etc.). Statistics are Requirements 
shootout also allow upto tracked in more than 25 categories. The on-field IBM PC Pentium, 
four players on a single refs enforce the standard rules and, when neces- 90MHz 
PC, but your only option sary, issue penalty kicks and yellow and red cards. Supports MMX 
for LAN or modem play Paralleling the console game, the PC version technology 
Б the link game; because offers cool, multi-camera replays after goals, and 16 megabytes RAM 
this is essentially the you can save your favorite goals either automati- М N 
exhibition-game mode, cally or on demand. About the only place in SVGA graphics card 
it rules out the cool pos- which the game doesn't come up to snuff against with 256 colors 
sibility of participating in the console version is the "on-the-fly" commen- Sound Blaster 16 or 
atone dengue’ and tary; here, the announcer can’t come up with the compatible 
A good coach The game also comes ` езеш 
will be prepared up short in a few other areas when compared with Alth ына огхеуоал 
for а variety of the plethora of PC soccer games currently avail- rer adde n нкан =s =Q 2X CD-ROM drive 
weather able. There aren't any real “club' teams soccer games available, Worldwide Soccer's 15 megabytes 
conditions. (Manchester United, Chelsea, etc.)—just vague sharp graphics and splendid control make it hard drive 
"international" teams (England, a good choice for action fans. 
: game 
U) E The game plays best with Brazil, etc.). And other than USA 
EB gamepads and joysticks poster boy Cobi Jones, the players, 
z with four or more buttons. pin те Min ае drin нат 
252 ег editor allows you to modify еасі š 
= s ba player's attributes, including his Contents: 48 international teams, 
расле ег, name, shooting precision, speed, Cobi Jones, throngs of rabid, chanting $VALUE 7 
o you'll never have to touch hop d but ü fans, multilingual announcers. 
2 екеш can't create an entirely new player Multiplayer: up to four players on ORIGINALT TESS 
кд W If you feel the defense that can be signed or drafted to a a single PO LAN/IPX and TCP IP PLAYABILITY з 
> closing in on you, use the roster. Worldwide Soccer also lacks games; two players via direct MULTIPLAYER 6 
< “dash” button to create an indoor mode—sure to disap- modem/serial cable link. GRAPHICS 8 
bel some space around your- point fans of the “Americanized” 
x self before you pass the game. D AR. MUSIC 6 
к ball; if you do, по опе will What Worldwide Soccer does d d TS SOUND FX 
= be able to intercept it. have, however, is terrific gameplay БІЛЕП, Spanish баар orFrench, М 
ш Watch those fouls! on the pitch. As in its console 9 i p. 
< cousin, the animation in Worldwide Misses: no “real” players other than Jones, no real club teams, no 


Suspensions and injuries 
can put you in a serious 
bind during your quest for 
the cup! 


Soccer has to be seen to be 
believed. As you press the gamepad 
to avoid defensive players, your 
onscreen counterpart manipulates 


indoor soccer mode, few camera angles. 


Last word: splendid animation and control make this an excel- 
lent choice for those who crave fast-paced soccer action. 
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One compact disc 


CyberLife 
Technologies 


Mindscape 
Entertainment, 
675 Almanor Ave., 
Ste. 201, 
Sunnyvale, CA 
94608 
888.808.4311 


http://www. 
mindscapegames. 
com 


ІВМ PC Pentium, 
60MHz with 
Windows 95 and 8 
megabytes RAM 
or 
Power Mac with 
system 7.5 and 16 
megabytes RAM 
2X CD-ROM drive 


60 megabytes 


BY MARC DULTZ 


n what can best be termed another paradigm 
I shift for the gaming community, developers are 

currently bandying about a brand-new buzz- 
word: persistency. 

Although some developers want to create persis- 
tent online worlds or persistent plug-in game envi- 
ronments (à la Ultima Online and Air Warrior), oth- 
ers, such as Stephen Grand of CyberLife, see persis- 
tency in a different light. In the case of Creatures, 


CREATURES may be more 
suitable in the clinician's setting 
than on the family PC. 


publisher Mindscape and developer CyberLife have 
crafted a remarkable and thought-provoking pro- 
gram that, in its distilled form, capitalizes on the 
"Tamagotchi" phenomenon currently sweeping the 
nation. A Tamagotchi is a crude, hand-held toy 
containing a micro-processor that, at the player's 
direction, can depict graphically the persistent, day- 
to-day progress of an artificial life form, from its 
"birth" until its eventual cyber-death. 

Creatures takes the curious concept several 
steps beyond, beginning with a host of graphical 
and aural enhancements 
and ending at the doorstep 
of modern scientific 
research. CyberLife’s pro- 
gram adds a number of bio- 
logical, genetic and other 
cutting-edge, high-tech 
breakthroughs and геді- 
mens into the equation, all 
of which play a role in influ- 
encing the cyber- 
creature's behavior. 

Norns, as the cyber-crea- 
tures are called, reside in 
the graphically resplendent 
world of Albia—a wondrous 
hi-res world that’s strewn with a wide array of 
food, fauna, structures, machines, toys and other 
extraordinary objects. Players begin by selecting a 
norn egg from the hatchery, then placing it in an 


hard drive incubator. The norns hatch automatically, and it’s 
up to the player to teach the norn (with the help 
OVERALL artificial life injected 
$ VALUE into the “nano-arteries” of the home 
ORIGINALITY CORPER | 
players сап swap сге- 
PLAYABILITY ations with one another or retrieve 
MULTIPLAYER new in-game objects on the Internet 
GRAPHICS at Mindscape's Creatures website 
(www.creatures.mindscape.com). 
MUSIC dds a fully animated hi. 
SOUND FX adds a fully animated graphi- 


cal dimension and fundamental 


teaching system to first-generation, cyber-life programs. 


steep learning curve; lack of a world map; tiny directional 
buttons that quickly frustrate the end-user. 


far too complex for kids and adolescents to compre- 
hend, Creatures lacks the stamina and appeal to compete against its 
cruder, yet more successful, hand-held cousins. 
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Is your creature behaving erratically? Consult 
one of the many diagnostic kits and monitors 
to determine the cause and remedy. 


A TE 
of an in-game teaching computer) a few simple 
words and underlying concepts which, in turn, 
expedite the norn's ability to learn during its 
extremely short life span. 

Norns, as we soon discover, have a short atten- 
tion span, too, and if left to their own devices will 
start wandering around the huge, colorful world of 
Albia. Depending on how well you've taught them 
and how much guidance you give them, norns will 
eventually interact with one another and with their 
environment; they'll play with toys, eat food or poi- 
sonous substances, reproduce and, more often 
than not, stick their noses where they shouldn't. 
Most important, whenever players boot up their 
systems, they'll discover that each of their norns has 
grown a little older, perhaps a little wiser, and may 
be a little closer to norn reproduction. 

Unfortunately, the interface is far from intuitive; it 
uses a bewildering series of diagnostic tools, charts 
and data to depict each norn's innate characteristics. A 
scoring system for each norn is included but never 
actually explained anywhere in the documentation. 
Other problems abound. Norns seem to be fascinated 
by the cursor; every time the player moves the mouse, 
the norns invariably end up 
traveling in the wrong direc- 
tion, and they are extremely 
frustrating to reorient. 
Directional arrows are 
extremely small and difficult 
to toggle on/off, and this is 
made even more apparent 
when the norn steps in front 
of the switches. Most disturb- 
ing of all, the simulation 
treads on sensitive subject 
matter such as the adminis- 
tration of pain medications 
and sleeping pills, and it dab- 
bles far too whimsically in the 
realm of genetic bioengineering: topics perhaps bet- 
ter suited to the halls of science than to entertain- 
ment software. 


My guess is that children who 
are caught up in the 
Tamagotchi craze may find 
Creatures a tad disappointing; 
they may lack the experience 
and patience to explore every 
aspect of its intimidating 
design. Strip away its adorable 
exterior, and you'll find that 
Creatures is really aimed at an 
older, more mature audience. 
Beyond its flawed interface, 
Creatures may be more suitable 
in the clinician's setting than 
on the family PC, illustrating as 
it does the ethical and moral 
issues currently being debated 
with regard to genetic 
research, selective breeding 
and life-sustaining measures. 
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vision, 


Each creature 
wanders about 
in a huge, 
richly illus- 
trated yet 
fully interac- 
tive cyber- 
habitat. 
Unfortunately, 
the omission 
of a world 
map means 
it's often diffi- 
cult to deter- 
mine the prox- 
imity of fellow 
creatures. 


Wi During the initial stages, 
you may be wise to select 
only female or male crea- 
tures before attempting 
propagation. Sick and 
genetically mutated norns 
will undoubtedly pass 
their ailments and afflic- 
tions down to their heirs, 
compounding the problem 
for future generations. 


Wi Sick norns can be placed 
on a regimen of intra- 
venous solutions to restore 
their vitality. Be advised 
that without proper super- 

icluding monitor- 

ing of dosages and dura- 
tion of treatment, they can 
become chemically depen- 
dent and resist further 


attempts to ingest food. 


THE DECKS ARE SEALED. 
e m ups YOUR FATE. 


Ж 


ixpansion set for the PC. 


Introducing Magic: 
eu 


e ways to experience the thrill of Magic. 


ES 
Intensify your Magic PC 


cards like Juzám Dji 


Antiquities’ card sets. 

ЖАТ, j 

Construct decks aro ing defeat. Either way, 
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Spells of the Ancients gives you ov ews ities to s с spirit anc : ur planeswalking foe. 
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Available on Windows® 95. Visit your local retailer or call: I-800-695- GAME: 


Win95 


$54.95 
One compact disc 
Interplay 


Interplay, 16815 
Von Karman Ave., 
Irvine, CA 92606 
800.INTERPLAY 


http://www. 
interplay.com/ 
fallout 


IBM PC Pentium, 
90MHz 


Windows 95 or 
MS-DOS 


2X CD-ROM drive 


16 megabytes 
RAM 


25 megabytes 
hard disk 


OVERALL 


BY MARC DULTZ 


allout, Interplay's latest and most ambitious 
CRPG, wrings grotesque humor from the 


early civil-preparedness campaigns and con- 
trasts them against the stark backdrop of a nuclear 
holocaust. We learn that, in the latter half of the 
21st century, the United States and China—two 
resolute superpowers—have courted disaster by 


Though FALLOUT 
occasionally pokes fun at 
grim subject matter, it does 
so with polish and charm. 


desperately sparring over the last remaining petro- 
leum and uranium deposits. This time around, the 
notion of mutually assured destruction no longer 
serves as a deterrent to nuclear war. 

Our tale is set in Southern California, far 
removed from the Australian outback setting that 
usually portrays the post-nuclear world. The 
premise is plausible but troubling. For several years, 
the player and his or her lucky entourage have 
weathered the nuclear storm in a large, high- 
occupancy "vault": an underground, overpressur- 
ized, self-sufficient fallout shelter that contains all 
the latest low-tech amenities. According to the cus- 


The central game-viewing screen and accompanying 
interface bar. Notice the lavish detail throughout. 


todian, aka the "overseer," the vault's water purifi- 
cation system has broken down, and its remaining 
water supply is dangerously low. The player is 
therefore charged with retrieving a new transistor 
chip from a nearby, presumably inhabited vault. It's 
hoped you can restore power to the troubled com- 
munity before time—and the elements—run out. 


role-playing set in a 


$ VALUE post-apocalyptic future. 
ORIGINALITY no options available. 
PLAYABILITY stirring sound effects 
and handsome interface; fully artic- 
MULTIPLAYER ulated facial expressions for certain 
GRAPHICS NPCs. 
MUSIC lots of text-based speech; 
SOUND FX some canned messages aren't gen- 


der-specific; sometimes difficult to 


tell where your character can actually saunter. 


Fallout registers high marks on the gaming scale. 
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The player roams the irradiat- 
ed surface, sidestepping, bat- 
tling and interacting with a 
wide variety of topside dwellers 
and mutated creatures. 
Sometimes, stealth and diplo- 
macy work but, more often than not, the most 
convincing arguments are made with the business 
end of a weapon. The player must, therefore, 


Some non-player 
characters pro- 
vide more useful 


select his or her character wisely, combining the Information 
Р А 4 than others, 
skills and human traits necessary to deal with the P 
although it's 


many scrapes and situations that continually 
occur. As the player's experience and skill points 
increase, so too does his ability to improve certain 
skills and add several 
helpful perks. Secondary 
quests crop up during 
play, but the player 
must be mindful that his 
overriding task takes 
absolute precedence 
over everything else. 
Fallout uses a unique 
system of action points 
to convey the notion of 
turn-based movement 
and combat. Points are 
spent when moving or 
using various weapons 
and are apportioned, if necessary, by a clever 
reserve-movement system. Players have relatively 
few action points in the early stages of the game, 


wise to interro- 
gate everyone 
you meet. 


The character 
creation interface. 
Players can choose 


* to select and 
but these eventually increase as players become modify one of the 
more proficient. Both melee and ranged weapons pre-generated 
are routinely employed, although targeting and characters 


scoring critical hits depend on various interrelated 
factors. Carry weight varies and affects the amount 
of equipment or inventory each character can tote 
around. And to facilitate play, the player-character 
wears on his wrist a personal data assistant known 
as a PIPBoy 2000, which doubles as 
an automap navigational device, a 
film archival system and a task 
queue. 

Aesthetically, the game rivals 
Diablo; it uses much the same 3D 
isometric viewpoint and reddened sil- 
houette technique to identify would- 
be enemies. Opaque walls and other 
intervening terrain become transpar- 
ent when the player-character steps 
behind them. The interface is intelli- 
gently crafted and intuitive, although 
the number of traits, skills and other 
criteria is somewhat bewildering to 
sift through. Aurally, the game is 
quite reminiscent of X-COM, employ- 
ing eerie, mood-enhancing sounds to 
wonderful effect. 


provided at the 
start of play or 
design an entirely 
new persona from 
scratch. 


М2 GB inthe early stages of the 
game, it's wise to beef up 
your small-weapon rating 
Skill before you concen- 
trate on other, less urgent 
skills. Initially, your 
player-character will 
encounter far too many 
nasty creatures, all eager 
to snack on you. 


Wi Before you set foot in vault 
15, it may be wise to pay a 
visit to the town of Shady 
Sands, just to the east of 
vault 13. Lots of invaluable 
information can be 
gleaned from conversa- 
tions with the frightened 
townsfolk. 


GAME-PLAYING HINT 


Though Fallout occasionally 
pokes fun at grim subject mat- 
ter, it does so with polish and 
charm. Stressing ingenuity and 
character interaction over inces- 
sant strife, Fallout is a worthy 
and compelling entry in the for- 
lorn RPG genre. 


Wi Pay special attention to 
the facial expressions on 
each NPC you query. 
Oftentimes, body language 
reveals secrets that words 
seek to veil. 


The most 
twisted driving and 
Shooting game ever 
created just packed its bags and 

hit the road — Paris, New York, 
Hong Kong, Antarctica, and beyond. 
With eight new levels in all, hidden 
areas, world landmarks to destroy, new 
weapons and killer combo-attacks — it's a 
whole new world to blow away! А monster hit 

for the PlayStation" game console, Twisted Metal 2 
for Windows? 95 is a direct port with a network play 


option that allows you to annihilate up to 


8 friends in a single match. Also compatible 


with all Direct3D video accelerators. 


Sony Interactive Studios America 
PlayStation is a trademark of Sony Computer 
Entertainment Inc. Twisted Metal and Drive Angry 
are trademarks of Sony Computer Entertainment 
‘America Inc. Windows 95 and Microsoft are 
registered trademarks of Microsoft Corporation. 
©1997 Sony Computer Entertainment America Inc. 


BY М. EVAN BROOKS 


STRATEGY 


acific General, the final entry in the first 
% P generation of the Five Star series that 

began with Panzer General, covers the 
entire war in the Pacific from both Japanese and 


Win95 American perspectives. Among its features are sce- 
narios that play out the Axis invasion of Persia and 
Price invasions of Hawaii, San Francisco and the 
$49.99 Japanese home islands and a battle generator that 
Media allows the player to create a scenario using any of 
One compact disc the maps and units from Panzer General, Allied 
General and Pacific General. 
Developer The Pacific war was a war of vast distances; the 
SSI Special European theater of operations was a dot on a 
Projects Group 
Publisher Although the interface is easy 
Strategic ires care: 
Simulations Inc., to usa; victory көң ful 
675 Almanor Ave., manipulation of tactics, 
Sunnyvale, CA А 
94086-2901 reinforcements, ... terrain 
408.737.6800 and time. 
erehe map when compared with the distance from 
tp://www. California to Australia, the Philippines and Japan 
` pacificgeneral.com Bu Н „бе РР арап: 
/main.html ut more than distance, it was a war of logistics 
and transport, and in these lie Pacific General's 
Min. System greatest weakness. Given 
Requirements the operational nature of 
IBM PC Pentium, the system, the background 
90MHz of logistics—the true arbiter 
Windows 95 of victory—is effectively 


hidden. The Japanese 
forces, especially after the 
first six months of the war 
against the U.S., suffer from 
graphics card supply deficiencies. In the 
16 megabytes campaign, this is more 
RAM noticeable: the United 
States can afford losses; the 
Japanese empire can not. 
The game emphasizes 


8 OVERALL 


2X CD-ROM drive 
(4X recommended) 


1 megabyte SVGA 


66 megabytes 
hard drive 


inland. 


Contents: WW II in the Pacific, 


$ VALUE 8 from China (1937) to Pearl Harbor 
(1941) to the invasion of San 
ORIGINALITY 6 Francisco (1944!), with scenarios and 
PLAYABILITY З campaigns for all desires. 
MULTIPLAYER 8 Multiplayer: Internet (TCP/IP) 
GRAPHICS 7 connection, IPX connection, or 
modem-to-modem. 
REUS ae Hits: the final entry in the Five St 
SOUND FX 7 5: the final entry іп the Five Star 


series; an improved interface allows 
the user to come back to a unit that has moved in the same turn. 
Mass attacks now promote combat bonuses, and a “battle genera- 
tor” allows the user to create his own battles. 


Misses: while realism intentionally gives way to playability in the 
series, naval combat often resembles “Frisbee fights” in which the 
player simply hurls his ships into the fray without any regard for 
naval warfare. 


Last word: if you liked Panzer General or Allied General, then this 
game is highly recommended; if you are unfamiliar with the series, 
then this is the latest and most refined edition of an eminently 
playable system of WW II operational warfare. It’s easy to learn and 
challenging to play, and the number of scenarios will keep you busy 
for months. 
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Pacific General 


The beaches are cleared, and troops drive 


land opera- 
tions more 
than naval. 
The system 
was designed 
for land bat- 
tles, and the naval segment had to be grafted on 
later. Although it can be fun, it does not reflect 
naval military doctrine or war-fighting well. It 
more often resembles a Greek phalanx rushing 
into a clash of arms or “Frisbee guts” than ships 
maneuvering in an ocean. 

The included land and naval tutorials allow quick 
access to the game. The system itself has been mod- 
ified for easier access to units; it also incorporates 
tules to reflect the Pacific war (banzai and kamikaze 
units, radar, night-fighting, etc.). Although the inter- 
face is easy to use, victory requires careful manipula- 
tion of tactics, reinforcements (upgrades and addi- 
tional units), terrain and time. 

The background sound is appropriate for the 
period. However, for the Americans, the music 
shifts from martial tones to jazz. I’m an aficionado 
of the Big Bands, but to me, “Little Brown Jug” 
and light jazz don’t strike the right notes for 
preparing an assault. 


American naval 
forces begin to 
“soften up" a 
beachhead. 


The Japanese campaign 
begins in 1937 in China. 
Actually, the Japanese really 
wanted the Pacific war to 
be an Asian war; Pearl 
Harbor was a preemptive 
strike designed to keep the 
U.S. out of the war. The 
Japanese Army spent most 
of WW II in China, and the 
game system reflects this. A 
campaign "tree" directed 
south will consist of China 
(1937, 1938), 


Singapore, Ul E Understand the require- 
Burma, India, p Еч ments for victory. Do they 
. . Persia, — EA require that you seize ter- 
Australia, Hawaii and San Francisco. Бан rain or destroy enemy 
Less than half of these scenarios [а units or both? 
consist of any opposing naval 
forces, and none is primarily a naval © Blake a page from Chicago 
engagement. On the other hand, if 50и 
the Japanese head east, the naval м upgrade early, upgrade 
“tree” becomes more important— я often. Monitor supply sta- 
and more difficult. Thus, the ЧЧ tus, but never allow élite 
Japanese should emphasize their KI units to become vulnera- 
strengths (the land army in China) Bá ble to destruction. 
and not their weaknesses (their B] Don't forget to use combat 
Navy against the Americans). Only = air patrol (CAP), and 
the truest warrior of Bushido can “cheat” by placing unused 
hope to prevail against the < aircraft directly over the 
American bounty. 5 carriers. Because only 
one unit is allowed in the 
Overall, this product is deriva- airspace, this effectively 
tive—Panzer General (Far East doubles the CAP. 
Edition)—but it does a work- N 5 
manlike job. If you liked it in meter tikili thanta 
other iterations, you'll like it CLUB шщ» Aake 
now. If you've never tried it, unit never returns; the 


merely “wounded” may 
reconstitute themselves 
and return to battle. 


you owe it to yourself to do so. 


Be These are the most treacherous 
АҺ. s motorcraft courses ever created. Test your stomach on a vehicle equal parts 
motocross bike and rocket as you scream across sun-drenched sea courses, tree-choked bayou swamps, and snow- 
covered slopes. TruePhysics™ 3D technology brings every whip turn and spin into gut-wrenching reality. A triumph for the 
PlayStation™ game console, Jet Moto for Windows® 95 features a network play option that enables you to race up to 
_ 20 friends simultaneously. Also compatible with all Direct3D video accelerators. Ride it. Feel it. Split some air. 


Sony Interactive Studios America 
PlayStation is trademark of Sony Computer 
Entertainment Inc. Jet Moto, TruePhysics are 
of Sony Computer Entertainment America Inc. 
Windows 95 and Microsoft are registered 
f trademarks of Microsoft Corporation. ©1997 
Sony Computer Entertainment America Inc. 


GRAND PRIZE 
A copy of Deathtrap Dungeon 
and its official strategy guide, 
the Deathtrap Dungeon card 
game by lan Livingstone, ап 
ATI XPERTGPlay 3D 
accelerator card, and 

ACT Labs Power Mite 
Gamepad. 


FIVE FIRST PRIZES 


A copy of Deathtrap 

Dungeon and its official 
strategy guide, апдап 7 
ATI XPERT@Play й 
3D accelerator card. 


TEN SECOND PRIZES 
An ACT Labs Power Mite E 
gamepad and the Deathtrap 

Dungeon card game | — 
by Ian Livingstone. — 5 


x qae eR , E т 

C o Aes c д 
No purchase necessary: To enter, send a standard size postcard containing name, address, phone number and e-mail address to “Deathtrap Dungeon/Computer and Net Player promo”, EIDOS Interactive, 651 Brannan! tre 
4th Floor. San Francisco. CA 94107. No purchase or payment of any money is necessary to enter. One entry per household. Mechanically reproduced entries will not be accepted. Entries must be received by January 15, 1998. All 
entries become exclusive property of EIDOS Interactive and will not be acknowledged or returned. Only one prize per family, organization, or household. 2. Grand Prize: A copy of Deathtrap Dungeon and the official strategy quide, 
the Deathtrap Dungeon card game by lan Livingstone. an ATI XPERT@Piay 3D accelerator card, and an ACT Labs Power Mite Gamepad. Five First Prizes: А copy of Deathtrap Dungeon and the official strategy guide, and an ATI 
XPERT@Play 3D accelerator card. Ten second prizes: An ACT Labs Power Mite gamepad, the Deathtrap Dungeon card game by lan Livingstone and the official strategy guide. Winners will be determined by a random drawing from 
all valid entries by EIDOS Interactive whose decisions are final. Drawing will be held on or about January 31. 1998. All prizes will be awarded. ) are non-transferable. No substitutions are allowed, except at the option of EIDOS 
Interactive should the featured prize(s) become unavailable. The odds of winning will be determined by number of valid entries received. 3. Eligi 'romotion open to residents of United States and Canada, Non-compliance with 
the time parameters contained herein or return of any prize/prize notification as undeliverable will result in disqualification and an alternate winner will be selected. In the event of disqualification, Grand Prize, First Prizes, and Second 
Prizes will be awarded to the next available entry. Runner-up winners will be notified by mail. By acceptance, winner(s) agree to the use of their name and/or likeness for purposes of advertising. trade, or promotion without further 
compensation, unless prohibited by law. EIDOS Interactive/sponsors are not responsible for any damages, taxes, or expense that consumers might incur as a result of this promotion or receipt of prize. Winners accepting prize(s) 
agree that all prize(s) are awarded on the condition that EIDOS Interactive/sponsors and their agents, representatives, and employees will have no liability whatsoever for any injuries. losses or damages of any kind resulting from. 
acceptance, possession, or use of the prize(s). 4. List of winners: For a list of winners, send a sell-addressed stamped envelope to Deathtrap Dungeon/Computer and Net Player promo, 651 Brannan Street, 4th Floor, San Francisco, 
СА 94107. Requests for winners must be received by January 31, 1998. Allow 4 weeks for delivery of winners list. 5. Restrictions; Void where prohibited or restricted by law. All federal, state and local regulations apply. 6. Sponsors; 
This promotion is sponsored by EIDOS Interactive, ATI Research Inc.. ACT Labs, and Player Media. EIDOS Interactive and Deathtrap Dungeon are trademarks of EIDOS ріс. ©1997 EIDOS. XPERT@Play is a trademark of ATI Research 
Inc. ©1997 ATI Research Inc. Power Mite and ACT Labs are trademarks of ACT Laboratories Ltd, ©1997 ACT Laboratories Ltd. Player Media is a service mark of Air Age Publishing. 


Шай ile games 


Ш 
The Official EAST FRONT Strategy Guide 


DEATHTRAP 
DUNGEON 


DAIKATANA 


The INTERNET 
and MULTIPLAYER 


GAMING 
BIBLE 


Although not very appealing graphically, Exile ЇЇ: Ruined World makes up 
for its lack of visual flash with an involving plot (more than 200,000 words of 
storyline) and solid role-playing gameplay. Shipped on three floppies 
(remember those days?), Exile IIl contains a fairly open- 
ended gaming system that allows players to choose how 
to proceed. You may follow the plot—which revolves 
around an expedition out of exile that you must lead—or 
just stick around and do odd jobs, build a house, or ven- 
ture on dozens of side missions. If you wish, a thorough 
hint book and nifty game editor can also be purchased 
with the full version of the game (a shareware version can 
be downloaded from Spiderweb Software's website). 


OVERALL 
RATING 


8 


= - 
Cryntic Dragon Dice 
[ 


Passage Interplay's Dragon 
Dice, based on TSR's 
WizardWorks continues its add-on- tabletop dice strategy 


pack tradition with the release of 
Cryptic Passage, the only "authorized" 
add-on for Monolith's first-person 3D 
shooter, Blood. A powerful scroll that 
could upset the balance of power in 
the otherworld—definitely not a good 
thing—has been stolen, and it's up to 
you to search the lands and recover it. 


game, pits you against 
a computer or multi- 
player opponent in a 
game of strategic dice 
throwing (and a whole 
lot of chance). You 
command several armies composed of dwarves and elves 
against an enemy known simply as Death (who has creat- 
ed his own band of baddies). The roll of the virtual dice 
determines the damage inflicted by the various warriors; 
other attributes—such as terrain and attack styles—come 
into consideration, as well. Overall, Dragon Dice is a mixed 
bag. The art in the opening cut scene, which depicts the 
impending war and Death and his buddies, is fantastic; 
inside the gameworld, though, gone are the majestic-look- 
ing warriors; enter cartoon-like fighters. Dragon Dice has 
its moments, but 
unless you've been 
itching for a soli- 
taire version of the 
TSR tabletop game, 
you'll probably 
want to try some- 
thing different. 


Your journey takes you through 10 
new, single-player levels in such 
spooky locales as an ancient opera 
house, a gothic library and a mine- 
shaft. Cryptic Passage features some 
new textures and art, but no new 
weapons or enemies, unfortunately. 


OVERALL 
RATING 


6 


DOUG RADCLIFFE 


Tennis Elbow 


Where are all the good tennis 
games? Arguably the best tennis 
game for the PC was 4D Tennis, 
but that was released years ago. 
There are great football, baseball, 
basketball and even billiard games, 
but tennis hasn't scored an ace 

on the PC in recent years. 
Unfortunately, tennis fans will have 
to continue waiting patiently: 


GOTO's Tennis Elbow misses the 
service line. The graphics are pretty 
good, with some decent animation 
thrown in here and there, but weak 
controls make gameplay a real 
chore. Your tennis pro glides along 
the court as if he's on ice skates, 
and your selection of shots—drop 
shot, lob, smash, etc.—all seem to 
be the same. On the plus side, 
Tennis Elbow's options, including 
network play, prevent it from being 
a complete loss. 


OVERALL 
RATING 


Price: $34.95 
Genre: sports 

Publisher: GOTO 

Telephone: 03.20.66.55.00 (France) 
Website: http://www.goto.fr 
System: Windows 3.1/95 


The levels are well-designed and a 
solid challenge, though. Cryptic 


Passage was developed by Sunstorm 
Interactive, the team behind the excel- 
lent Duke Nukem 3D add-on, Duke It 
Out In D.C. Keep in mind that since 
this is an add-on pack, you'll need the 
full version of Blood to play. 


Price: $19.99 

Genre: action 
Publisher: WizardWorks 
Telephon 


Website: http://www.wizworks.com 


System: Windows 95/MS-DOS 


OVERALL 
RATING 
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Competitive sports has reached an all-new level of bizarre with the release of Gooch Grundy's 
X-Decathlon, the latest game from Microforum. Players may choose from a diverse selection of athletic 
alter egos, including Gooch Grundy himself (a chunky slacker); Jackaroo (а spunky blue kangaroo); or 
Larry Kong (a strong, speedy, Harvard-educated аре). The characters have different attributes such as 
strength, speed and endurance. Once you've selected your character, it’s off to the wacky events іп 
which your skills will be put to the test: the hippo push, full- 
contact figure skating and the computer throw, among others. 
Most of the character animation is jerky, the graphics are barely 
passable and the events get old 
after the first few plays. Unless 
you're interested in some quirky 
competition or are proficient in 
javelin catching, you would do well 
to stay far away from this one. 


OVERALL 
RATING 


3 


š š H | 
Heroes of Might and Magic II: The Price of Loyalty [UV 
Expansion packs can usually be placed in one of two categories—a hodgepodge of unconnected levels "EY 
that offers nothing really new, or a significant enhancement with new cut Э 
scenes, storylines, weapons, ог enemies. Fortunately, the first add-on 
pack for Heroes of Might and Magic II, titled The Price of Loyalty, fits into 
that “good value” category. Featuring two new full-length campaigns (plus 
two bonus “mini” campaigns) sprinkled with new cinematic scenes, new 
heroes, artifacts and events, The Price of Loyalty is a must-buy if you are a Қ 
fan of the original game. Keep in mind that this is ап add-on disc, so you'll System: Windows 95 
need the original version of Heroes of Might and Magic II in order to enjoy d OVERALL 
The Price of Loyalty. . RATING 


ЕВ 
52 


a 


Microsoft 
Entertainment 
Pack: The Puzzle 
Collection 


With contributions from Alexey Pajitnov, famed 
designer of the classic puzzle game Tetris, the 
latest Microsoft Entertainment Pack titled The 
Puzzle Collection contains 10 different desktop 
diversions to pass the hours. Computer novices 
should be 
pleased; 
installation, 
setup and 
execution of 
the individ- M uo ve Ka a 
ual puzzle 
games are 
an absolute 


The year is 2328. М 
ñ 


Archaeologists have discovered ап ancient device 
fee capable of draining the life force from an entire solar 
snap. As for ú "97 " 
the games themselves, there are a few stand- system. The Armageddon Device" begins to destroy 
out addictive choices, such as my personal x surrounding solar systems and eventually Earth itself. 
ооа Q Оп a distant space station, a lone scientist creates a 
through a colored play field gathering treasure ——time-portal and programs it to bring a person from the 
and other goodies. It's а bit more complex than Q е-е Т! to the present. This person must find the Time 


that, though; you must always stay on the same а " ; 
color unless you've located the elusive multi- Warrior, a human time traveler from another reality, 
colored tiles. Other games in the pack aren't E and stop the Armageddon Device before it destroys all! 
quite as addictive, and some are downright — 


frustrating. If you're a puzzle fan, though, most š B : 5 
of the 10 games should satisfy your craving for s Time Warrior": The Armageddon Device, a 


PENES ® 
еб А 
Vw. and 


simple chal- š cinematic adventure game for Windows? PC CD-ROM 
lenges and i 

uncompli- Ӯ x т z ТАЕ А А 

cated дате- x r more information visit www.timewarrior.com 
play. 


DEVIGE >. 


Y B 
Time Warrior is a trademark of Robert Stock Stock’s Eye is a trademark of Robert Stock 
Windows is a registered trademark of Microsoft Corporation 


OVERALL 
RATING 
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n the tense, high-tech 
B realm of modern under- 

sea combat, the 688(1) 
Los Angeles class SSN has 
few rivals. Sleek, stealthy 
and lethal, the latest gener- 
ation of nuclear-powered, 
attack submarines are for- 
midable and unquestion- 
ably deadly foes. Like silent 
sentinels, they quietly 
prowl the ocean's depths, 
stalking would-be oppo- 
nents in a game of cat-and- 
mouse. Now, with the aid of 
Electronic Arts’ 688(1) 
Hunter/Killer sub simula- 
tion, you can determine 
whether or not you have the 
mettle to enlist in an oft- 
choreographed dance in the 
depths—a dreaded dance 
that will ultimately deter- 
mine who will sail again 
and who will perish beneath 
the unforgiving waves. 

Skippering an attack sub- 

marine is, without question, 
a tall order—challenging 
even for the ablest of naval 
commanders. Learning how 
to evade, track, identify, 
classify and, when neces- 
sary, attack a wide array of 
diverging sonar and radar 
contacts could easily fill the 
pages of a fair-size tome. 
Therefore, the purpose of 
this article is not to address 
the many vexing issues 
concerned with the opera- 
tion of a hunter/killer attack 
submarine; instead, it has 
been developed to help you 
understand and solve the 
various tactical situations 
portrayed in each of 688(/)5 
single-mission scenarios. 
With this aim in mind, | 
wish you good luck, god 
speed and, as always, good 
hunting, Commander. 
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Silent Sentinel 


Hostile air 
contact 


Hostile underwater contact 


Friendly surface contact Your 688(1) 


submarine 


Hostile surface contact Mines 


Neutral surface contact 


Land target 
(Including Biologics) АП 159 


1. ONE STEP 


Initial dispositions 


АТА TIME 


TRACK CONTACT STATUS/ORDERS SPEED ALTITUDE/DEPTH PROFICIENCY 
A. Victor Il sub Threat/ transit 10 knots 400 feet Novice 

B. Armory Threat - Land - 

с. 688(1) sub - 4 knots 350 feet - 

D. Krivak frigate  Threat/ transit 15 knots Surface Novice 


Tanker Neutral/ transit 15 knots Surface Novice 


Plan of Action 
Fire a Mark 48 advanced capability 
(ADCAP) torpedo at the poorly crewed 
Victor Il sub. After sinking the hapless 
submariners, launch a salvo of 
Harpoon cruise missiles at the frigate, 
and follow with a Tomahawk missile 
attack aimed at taking out the armory. 


FIGHTER PLANES. 
DON'T FLOAT 


Initial dispositions 


TRACK CONTACT STATUS/ORDERS SPEED ALTITUDE/DEPTH PROFICIENCY 
А. Raft Allied/transit 1 knot Surface Novice 

B. Grisha frigate Threat/random box 10 knots Surtace Novice 

с. 688() sub - 3 knots 62 feet = 

D. Heroj sub Threat/barrier 5 knots 150 feet Novice 

Е. Cargo ship Neutral/transit 10 knots Surface Novice 


Plan of Action 
Eliminate the lone Heroj sub with an ADCAP torpedo. Launch Harpoon missiles at the nearby 
frigate, then rendezvous with the raft to pick up survivors. 


. MOHAMAR'S MADNESS 


Initial dispositions 

TRACK CONTACT STATUS/ORDERS SPEED 
A. Container ship Neutral/transit 15 knots 
B. SAM bunkers Threat - 

с. Chemical weapons plant Threat - 
Initial dispositions 

TRACK CONTACT STATUS/ORDERS SPEED 

А. 688(l) sub - 5 knots 

B. Krivak frigate Threat/random box 10 knots 

c. Grisha frigate Threat/random box 8 knots 

D. Container ship Neutral/transit 15 knots 

E. Grisha frigate Threat/random box 8 knots 

F. Foxtrot sub Threat/barrier 5 knots 


Plan of Action 

Initiate hostilities by destroying the 
lone Foxtrot sub with an ADCAP 
torpedo. Having vanquished the 
submarine threat, target each of the 
enemy's surface ships with a pair of 
Harpoons. After evading and sinking 
all of the enemy's naval assets, use 
several TLAM Tomahawks to inciner- 
ate the enemy's SAM sites and 
chemical weapons facility. 


DI 


Initial dispositions 


H. REBEL 


TRACK CONTACT 


A. Whale 

в. 688(l) sub 

с. Victor II sul 
D. Akula sub 


E. Delta sub 


Initial dispositions 


TRACK CONTACT STATUS/ORDERS SPEED ALTITUDE/DEPTH PROFICIENCY 
A. Cruise ship Neutral/transit 10 knots Surface Novice 

B. Power boat Neutral/novice 20 knots Surface Novice 

с. Helix helicopter Threat/intermediate 100 knots 200 feet Intermediate 
D. Helix helicopter Threat/intermediate 100 knots 300 feet Intermediate 
E. Sailboat Neutral/random box 5 knots Surface Novice 

E Fishing Boat Neutral/random box 10 knots Surface Novice 

G. Merchant ship Neutral/transit 15 knots Surface Novice 

H. Shrimp Biologic - 200 feet = 

[5 688(1) sub 3 5 knots 560 feet 2 

J. Trawler Neutral/random Box 10 knots Surface Novice 

K. Grisha frigate Threat/barrier 10 knots Surface Novice 

L. Mines Threat = 100 feet = 

M. Docks/cargo ship Threat - Land/surface = 

Plan of Action 

Begin the mission by destroying the Cuban frigate with a few 

Harpoon missiles. Next, slip into the harbor by following the neutral 


ships, but take care to avoid the minefield that protects the harbor. 
Бу oS 


ALTITUDE/DEPTH PROFICIENCY 


Surface Novice 
Land = 
Land = 
ALTITUDE/DEPTH PROFICIENCY 
150 feet = 
Surface Intermediate 
Surface Intermediate 
Surface Novice 
Surface Intermediate 
200 feet Intermediate 
Е- 
D* 
СЕ 
YELL 
ше 


STATUS/ORDERS 


SPEED ALTITUDE/DEPTH  PROFICIENCY 
Biologic - 300 feet - 
- 5 Кпоів 350 feet = 
b Threat/barrier 8 Кпоів 150 feet Момісе 
Threat/barrier 5 Кпоів 300 feet Intermediate 
Threat/barrier 400 feet Intermediate 


FIDEL'S FOLLY 


Be sure to mark your progress. Use the ESM mast to identify the fully 
laden cargo ship moored dockside, then sink it with an ADCAP tor- 


Plan of Action 

Stream the towed array out to 
a length of 500 feet. Identify, 
target and subsequently 
destroy—in descending 
order—the Akula, Delta and 
Victor Il submarines with sev- 
eral ADCAP torpedoes. In the 
process, don't give away your 
sub's position; vary the way- 
points so that it looks as if 
your sub is firing from many 
quarters. During the initial leg, 
steer each torpedo on a 
heading that's at least 45 
degrees off to port or star- 
board of your sub then bring 
it back on course toward the 
target during the final 
inbound run. 


pedo. Leave the harbor the same way as you entered, then radio the 


results to fleet headquarters. Don't forget about the roving Helix. 
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| A strate "eon to 
° 688(I) Hunter/Killer 


OSCAR-UINNING PERFORMANCE 


Initial dispositions 


TRACK CONTACT STATUS/ORDERS SPEED ALTITUDE/DEPTH PROFICIENCY 
A. Oscar Il sub Threat/transit 12 knots 150 feet Proficient 
В; Shrimp Biologic - 150 feet - 
с. Trawler Neutral/random box 5 knots Surface Novice 
D. 688(1) sub - 5 knots 100 feet - 
Е. Nimitz aircraft carrier Allied/area waypoints 25 knots Surface Novice 
к Arleigh Burke destroyer Allied/area waypoints 25 knots Surface Novice 
G. Cargo ship Neutral/transit 15 knots Surface Novice 
H. Merchant ship Neutral/ Transit 10 knots Surface Novice 
Shrimp Biologic - 175 feet - 


Plan of Action 
Be sure to periodically radio fleet headquarters. As 
quickly as possible, find and track the veteran sub- 
marine, then end its illustrious naval career with a 

pair of ADCAP torpedoes. 


7. AGAINST ALL ODDS | 


Initial dispositions 


TRACKCONTACT STATUS/ORDERS ALTITUDE/DEPTH PROFICIENCY 
A. Helix helicopter Threat/random box 100knots 200 feet Intermediate 
B. 688(l) sub = 10 knots 150 feet = 

с. Trawler Neutral/ random box 7 knots Surface Novice 

D. Helix helicopter Threat/random box 100 knots 200 feet Intermediate 
E. Akula sub Threat/transit search 15 knots 450 feet Proficient 

F. Slava cruiser Threat/transit search 15 knots Surface Proficent 

G. Kuznetsov aircraft carrier Threat/transit 15 knots Surface Proficient 

H. Slava cruiser Threat/transit search 15 knots Surface Proficient 

I. Akula sub Threat/transit search 15 knots 100 feet Proficient 

J. Whale Biologic - 200 feet - 

K. Whale Biologic - 200 feet - 

L. Whale Biologic = 200 feet = 


Plan of Action 
If you're to succeed, you must be patient and methodically strip away the components of the powerful enemy battle group one at a time. Be 
advised that throughout the engagement, ship-based ASW helos will remain aloft to probe the waters ahead of the surface fleet for any indication 
of enemy sub activity. Use the biologics to screen your boat's position, streaming the towed array to detect the onrushing Akulas. Before you 
attempt to establish the surface fleet’s position, first eliminate the Akulas with ADCAP torpedoes. Next, raise the sub’s ESM mast and fix the sur- 
face fleet’s bearings as quickly as possible. Earmark two Harpoons apiece for each 
of the three surface contacts, and ensure their destruction with ADCAPs if neces- 
sary. Don't forget that two loitering helicopters are still searching for you. 


B. REBEL YELL II 


Plan of Action 


120 COMPUTER & NET PLAYER 


Surface 


Initial dispositions талган yo ы n ini dian 
ula by immediately 

TRACK CONTACT STATUS/ORDERS SPEED ALTITUDE/DEPTH PROFICIENCY coming d out to 

A. Container ship Neutral/ transit 15 knots Surface Novice course 225. After 

B. Perry frigate Allied/transit 15 knots Surface Intermediate establishing a south- 

c. Whale Biologic - 200 feet = westerly track, slow the 

D. Tanker Neutral/transit 15 knots Surface Novice boat down, then 

E. Spruance destroyer Allied/transit 15 knots Surface Proficient stream the towed array 

F. Oiler Allied/ transit 15 knots Surface Novice to listen for enemy 

G. 688(l) sub - 15 knots 575 feet = activity. You should be 

H. Akula sub Threat/transit search 20 knots 300 feet Proficient able to identify and dis- 

I. Shrimp Biologic - 100 feet - patch the Akula with 

J. Shrimp Biologic - 200 feet = several ADCAPs well 

к. Nimitz aircraft carrier Allied/transit 15 knots Surface Proficient before the enemy sub 

L. Whale Biologic - 200 feet = сап draw а bead on 

Arleigh Burke destroyer Allied/transit 15 knots Advanced the Nimitz. 


KEEP THE PETROL FLOWING 


Initial dispositions 


TRACK CONTACT STATUS/ORDERS SPEED ALTITUDE/DEPTH PROFICIENCY 
Tanker Allied/ transit 5 knots Surface Novice 
Trawler Neutral/random box 5 knots Surface Novice 
688(l) sub - 5 knots 60 feet - 
Kilo sub Threat/transit search 10 knots 100 feet Intermediate 
Kilo sub Threat/transit search 10 knots 100 feet Intermediate 


Plan of Action 

Proceed at flank speed on course 315 back to the Strait of Hormuz to 
head off the fast approaching Kilos. When you rendezvous with the 
tanker, change course to 270, stream the towed array, locate the maraud- 


Plan of Action ers, then sink them with your trusty Mark 48 ADCAPs. 


Time is of critical 

importance in this sce- 

nario. It is imperative 

that you dispatch the 

SEAL team by 02:00 = a 

hours to rescue the 10. LET МҮ PEOPLE GO 
hostages and subse- in E 

quently recover them Initial dispositions 


bynolstenthanO400. TRACK CONTACT STATUS/ORDERS ^ SPEED ALTITUDE/DEPTH PROFICIENCY 
To that end, come k 250 f 
about to course 225, A. 688(1) sub - 4 knots 50 feet - қ 
5 z B. Turya hydrofoil Threat/random box 10 knots Surface Intermediate 

order the ship to flank F i 

с. Тигуа hydrofoil Threat/random box 10 knots Surface Proficient 
speed, then penetrate S 
the narrow gap left by D. Consulate building - - Land - : 

E. Turya hydrofoil Threat/random box 10 knots Surface Intermediate 


ШЕЛЕРІ Е паот box F. Helix helicopter Threat/random box 50 knots 200 feet Intermediate 
search patterns. Fire a 


spread of ADCAP tor- 
pedoes at the oncom- 
ing enemy surface 
craft, and destroy, in 
turn, the less capable 


hydrofoils and, finally, Plan of Action 
the more disciplined 5 Again, time is of the essence. 
craft as they seek to The crew on board the belea- 
intercept your passage. guered Trafalgar are rapidly 
exhausting their boat's nominal 
as life-support systems. 
i Unfortunately, a thickly sewn 
1 1 . N Е Е D А L T F T ? minefield and two very capable 
> enemy submarines sit astride 
Initial dispositions your shortest routes. Set a 


CONTACT  STATUS/ORDERS SPEED | ALTITUDE/DEPTH PROFICIENCY eae 405 ге, КЕ 
Trafalgar sub | Neutral/transit 0 knots 125 feet Novice ^ 

S z speed. If you're to rendezvous 
Fishing boat Neutral/random box 5 knots Surface Novice ith the Trafal Wh t 
688(1) sub = 4 knots 60 feet = eT S Sa 
Tanker Neutral/transit 17 knots Surface Novice 61292 е | аз еу 0 
Mines Threat = 100 feet Е s SRV ch 
Kilo sub Threat/transit search 4 knots 50 feet Intermediate Se шанше QS 


i 5 A be launched no later than 15:00 
. Kilosub | P Threat/transit 50 feet Proficient hours if you're to succeed. 


DEBRIEFING 


Bear in mind that no scheme is foolproof; even the 
best-laid plan runs the risk of interference and inter- 
ception. Press home the attack when it looks as if the 
enemy has no chance of recovering from your 
onslaught, but remember to disengage immediately 
whenever it looks as if the enemy has a firm lock on 
your boat's position. To keep the enemy off-balance 
and constantly chasing after shadows, rehearse a vari- 
ety of evasive maneuvers, firing solutions and snap- 
shot firing techniques. With a little luck and some care- 
ful perseverance, your efforts will prevail. Bl 
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Twinsen's Odyssey 
Saving Twinsun 


AGAIN 


S by Kevin J. McCann 


tart by searching the 

cabinet next to the 

door, and take 
the key. Go throug! 
the door into 
Twinsen's stu 
and pick up t| 
holomap, 
golden ball 
and darts. 


follow the 
path to you 
neighbor's 


the map on his 
table. бо behind | 

= your house and talk 

to Dino-Fly. 


balls at the bad badgers until you've killed them and thus nett 
the keys. Jump over the stalagmites to reach the nearby caged 
doors. To defeat the Tralu, use the rocks for cover and repeai 
toss the gold ball at him. After killing the Tralu, jump down, res: 
Raph and take the four-leaf clover he gives you. Open the с 
door and exit the caves. Walk with Zoe to lighthouse, and the 
wizard will clear the storm. x 
Head to the pier and take a boat to 
the healing wizard's residence, ta 
to the maid, then search the 
shelves to fi па a vi 


JOMPUTER & МЕТ PLAYER 


drops off your саг by the 
harbor; go pick it up. 
While in the car, press the 
Ait key to use its gun. 

Drive around the coast 
until you reach the 
Hacienda Hotel, then talk 
to the bartender. Walk into 
the women's sauna to 
attract the bartender away from his post, then climb the ladder 
behind the bar. Talk to the snake charmer on the roof. Also, take a 
look through the telescope. Drive off and find the cemetery. 

Walk to the left side of the cemetery gates to the two brown 
trees, and walk behind them to find the entrance. Once in the 
cemetery, climb the path that leads to the door. Go through it, and 
enter the room with the blue ghosts. Simply time their pattern and 
sneak past them. 

Immediately after passing the ghosts, switch to discreet mode, 
walk to the chest and open it. Maneuver back past the ghosts and 
open the caged door. Head upstairs and pay to enroll in the school 
of magic. If you haven't collected enough cash, go to the theme 
park. Play the dart game and win. You'll enter a pit where you can 
collect more money. Just keep playing the dart game to collect 
money. It's also an effective way to 
restore your health at the bottom of 
the pit each time. 

Return to the school of magic and 
enroll. To earn your diploma, you 
must pass three tests. To pass the 
first test, behind the door with the 
spinning discs, face Twinsen toward 
the back pillar (looking north). 
Whenever a disc is against the pillar 
to the right, toss your magic ball. In this way, you'll have enough 
time to hit all the discs. A blowgun is your reward. Talk to the wiz- 
ard; your next test is to retrieve balsam. 

Exit the cemetery and hop into your car. Next to the two brown 
trees that hide the entrance to the cemetery is a rock face you can 
drive on. Drive up it and jump over the ravine to reach the balsam. 
Get the balsam and 
give it to the wizard 
who, in return, gives 
you the blue triton 
horn, which can heal 
your Dino-Fly. It isn't a 
bad idea to return to 
the theme park to 
amass a little more 


offer. 

Once on board the 
shuttle, climb down the 
ladder and pick üp the 
translator. Talk to the 
aliens and use the tourist 
terminal to the far left. 
After touching down on 
their planet, follow the 
aliens. At the start of your stay, you're arrested—some hospitality! 
Your friend Joe the elf will come talk to you, thereby alerting а 
guard. When the guard enters your cell, it's time to kick some 
alien butt. Flip the second red 
switch to the left and go through 
the opened door. Destroy the robot 
and exit the compound. 

Run through the dog-kennel area 
and into the blue doors. Walk down, 
take the right entrance and hop 
down the tube. Run past the guards. 

" and into the shuttle you arrived on. 
Exit the shuttle and enter the air-control tower. Grab the spinning 
wheel from the top floor, and run back into the shuttle. 

Put the token into the second terminal from the right, and you're 
on your way home. Unfortunately, the aliens now control the 
island. Run back home and talk to Zoe. Make tracks for the lock 
storage and go into the basement. Step on the directional arrows 
to control the hover-lifter and guide 
it over the brown crate with the label 


on top. Drag the crate, following the 


directional arrow. 

Now go up the ladder and push 
the crate down until you reach the 
rat at the bottom; be wary of the 
conveyer belts taking the box away. k 
When you reach the rat, step onto 
the nearest conveyer belt, and when 
the lift takes you to the next level, jump onto the bro 
the red cross on it. This will net you a key. 

Use the key on the door behind the rat. Push 

the doorway until you reach the brown box. © n 
and flip the close: swit 
crate onto the | ) 


Twinsen's Odyssey : 
STRATEGY GUIDE 


skeletons, push the lower crate onto the lift on the right. Now 

climb the left side up the stairs and leap over the spikes. Turn 

around and shoot the other switch to raise the lift. Push the 
remaining crate on top of the other crate on the lift to the right. 

Now switch to dis- 

creet mode and toss 

the ball at the lower 
switch. Jump onto 
the crates as they 
rise. Follow the next 
passage and kill the 
two skeletons at 

the end. 

Use your blowgun 
to kill the monster at 
the end; its firing rate 
prevents the monster 
from retaliating. 
Jump up and grab the protective spell. Use your blowgun to kill 
the bats, and protopack your way out. On the way out, hug the left 
wall to get past the blades more easily. 

Go back to Dino-Fly and return to Citadel Island. Run up to the 
wizard's tent (near where you originally crash-landed), and drop 
the pearl into the cauldron. In return, you will receive the ring of 

lightning. Time to hit the 
an bar—including everyone 
within it. 

Walk into the bar and 
waste everyone inside. 
Search the keg next to 
the tap for a key. Open 
Р * the red door and follow 
< moy the stairs down. If your 
magic isn't at full, be 
sure to search all the 
barrels to replenish it. 
Step around the barrels 
and crates until you fall 
ageway. x you'll see a small blue 


ох with the red cross, go into dis- 
5, then switch to sporty and jump 


.. room. Have your red ball handy and spin the wheel. It’s a trap; —Ç 


guards into a permanent sleep, 
look at the silver disc on the 
table. 

Search their nightstand to 
find a key. Open the nearby 
locked doors, and kill the guard 
to get another key. Follow the catwalk past the spacecraft to your 
left. Ride the elevator to the top floor, and use your protopack to 
fly over the electric bridge. Kill the last guard and grab the key. 
Use the key on the object in the corner of the room to get the 
spaceship key. 

Turn the electrical bridge off, then turn it back on to fry the 
guards who run at you. Turn it off once more and cross it. Enter the 
spaceship and insert the key to take off. 

On landing, give the “Operation: GREEN MOON” code. Go down 
the ladder, and a door will open to reveal a spacesuit; put it on 
right away. Don't worry 
about the aliens yet; they 
can't tell it's you in the 
spacesuit. 

Step outside and go to 
the welcoming building. 
Step into the blue air- 
lock—no more suit, so 
get ready to rumble. 
Dispatch the two nearby 
guards, then look at the 
map in the corner of the 
room. The map is now on your magic slate for easy reference. 

Flip all the nearby switches to green and open access to all 
areas. When you look at the map, the folks you want to rescue are 
at the far north end. But to reach them, you must first go up the 
stairs at the east side (next to the square) and flip the red switch 
to open the necessary passage. 

The guard who has the key 
to their cell is en route to the 

risoners. After freeing them, 


~ tum the wheel to reopen the 


door. To escape, follow the ele- 
phant. When he reaches the 
jammed door, go up the stairs 
and flip the red switch. 
him into the airlock an 
to his ship. 
А rough crash-landin: 

awaits. Search the local area for zlitos (Zeelich currency), then go 
into the gambling paradise. Continue to gamble, primarily at the 
slot machines. Eventually, you'll get a key that opens the back 


cast the protection spell and beat up the alligators. j 
You'll now have more than 100 

zlitos. Go down to the docks and 

talk to a fisherman who says he wil 


tion Island. These aliens will recog- 
о take no prisoners. Talk 
else on the island, 


Return to Otringal and 
bar. Ask everyone 
nada. Time to reso! 
fashioned method 


b 


Speak with the pilot who flew уои back from Celebration Island, 
and pay him to take you to the island of Francos. Buy a pick-ax 
from the first house and be sure to talk to everyone. Go toward the 
refinery, specifically to the pipes b: 

гу, Sp. у pipes by зам. pw 


the fence. 

Jump onto the lower pipe and 
over the fence. Enter the building 
behind where you jumped the fence. 
To temporarily disable the spouts, 
turn the two wheels next to the 
entrance and jump across the gap. 
Ride the elevator up, kill the guard and turn the wheel behind him. 
Ride the elevator back down and get the key in the case. 

Go through the door and turn more wheels while maneuvering 
your way past steam jets. To get the second key, ride the elevator up 
and jump past the two square vats. Follow the back corridor and 
jump up the pipes to reach the key. 

When you get to the last room containing the engineer and the 
dogs, disable the vertical steam jet 
and use your ball to eliminate the 
engineer (otherwise, you won't be 
able to jump over the gap). Use the 
ball to pick up the key. Open the 
kennel and kill the dogs. Climb the 
first stairs and eliminate the guard 
to get the key. Switch to discreet 

2 mode апа walk up the remaining 
stairs to get d fuel. Get ТЕ key from the case and exit via the 
lower doors. 

Return to Otringal and give the fuel to Jerome. He'll convert 
your protopack into a jetpack. Go up behind the gambling par- 
adise. There's a small waterfall with a door at the top; jetpack to 
the path near the door. Jetpack past the two mounted gunners as 
you climb the slope. 

The hotel is the first building you „Є 
pass; go їо the right side of it апа "> 
enter. Kill the bellboy (beats tipping) 
and take the key to open the locked 
chain. Talk to the man who is lying за 
on the recliner. Go with Johnny / 
Rocket to his room and accept the 
dissident's key. Now go back to the 

1 of the ud А the 


A big beastie blocks the door; 
from a distance, blow him away 
with your laser pistol: shoot at him, 2 
roll out of the way, avoid the tossed crate, roll back, then shoot 
again. Repeat the process until he's dead. 

Use the ball to kill the engineer and flip the switches. Walk past 
the building company, turn right and step into the gem mines. Run 
through the mines and collect as many gems as you can (at least 
five). Also be sure to find the Wannies key fragment. When the 
miners charge you after you've grabbed the key, cast lightning; 
there's lots of magic to be found in here. Exit the mines, and fol- 
low the path past the oil rig and the ferryman until you reach 
another set of mines. 


Aman in the mines wants a 
slice of tart. Look a little more 
deeply, and you'll find a slice of 
tart and a fireball glove. Give 
him the tart to get a chapel key. 
Use the key to go through the 
nearby door. Cast the protec- 
tion spell and run past the lava 
spurts. Talk to the monk and his 

Й two boys, then talk їо his 
housemaid in the room near where you entered. 

Exit the mines and go to the ferryman's point. Sing the song 
and give the ferryman four gems to 
go to the island of Mosquibees. 
Grab a gem when you reach the 
island. Talk to the bee and tell him 
you must speak to the queen. Show 
the queen the dissident's ring. 

To get the keys, throw your red 
ball at the rocks. Open the locked 
doors until you find the blowtron. 
The queen is under attack. When you reach the rope that lead: 
down, climb to the left; there's a hole in the wall. Climb the pathy i 
across the rope bridge into another cave. Ride the elevator the. 


top, defeat the airborne walrus with your fireball glove, then 9 


his key to open the nearby locker holding the Mosquibee 


the way back, there’s another gem by the rope bridge. 
time to get off this rock. Í 
When you climb down the rope, kill the grenadier ani 
another gem. Call the ferryman again and go to Vol 


guardian and the two troopers. After eliminating them, use the key 
on the throne. Follow the passage. 

You've made it to Island CX! Kill the guards and go through the 
door. Jetpack over to the platform, throw the switch, then jet 
through the door. Climb up the ladder and haul butt toward the 
spaceship (but don't go inside). Use it to shield yourself from the 

large cannons. Kill the two 
guards, grab the key, and enter 
the compound. 
Go through the upper door. 
Run past the emperor's guards 
(the ones with swords). Get the 
key that's in the case behind 
the heavy machine gunner. 
Hop down the ledges and 
open the locked door. Ride the 
elevator down. Be sure to step off the lift before you kill the 
emperor and his engineer; if you stay on the lift, it will never go up 
again (a #$@# nasty bug). Take 
the key and open his chest to net 
his sword. 

Exit the entire underworld and 
go to Francos Island. There's a 
small niche near the burgermas- 
ter's residence; search it for the 
key. Enter his house and open 
the cabinet. A note tells where to 
find the Francos fragment. 


You ve shot down MiGs over Iraq! 
You ve won the Indy 500, 


the Super Bowl and the World Series! 


BUT 
Do you have what it takes to save a 
Human Life? 


VIDUAL ешш 


(ӨРЕМ 


а simulation 
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Off to Otringal. Go behind 
the casino and jetpack up to 
the emperor’s palace. Kill the 
guards with the sword, then 
open the door with the key. 

Step into the palace and 
open the chest to get another key. Walk through the door on the 
upper right-hand side. 

Search the maze until you find a statue. Use your sword to bust 
it into little rock bits. The final Otringal fragment is now yours. 
You're ready to rock the Dark Monk's world. 

Ride over to Celebration Island—soon to be renamed Death 
Island. Enter the temple, place 
the key at the center, then go 
outside again. Remember when 
you wasted Funfrock in your first 
adventure? Well, you apparently 
didn't do a good enough job, 
because he's back masquerading 
as the Dark Monk. 

Jump across the newly risen 

pillars, then leap to the statue's 
hand, its arm and last, into the cave. Flip off the monitors in the 
following order: 2, 1, 4, 3. Now pull the lever to free the wizards. 

Proceed after Funfrock through the newly blasted gate. When 
you at last reach Funfrock (after a lot of combat), cast your protec- 
tion spell and send him to the not-so-great beyond. ІШ 


www.ism-interactive.com 
For more information about ISM and our products, call us at 
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From NovaLogic, the company;that brought you the best-selling 
combat flight simulations F-22 Lightning IPP and Comanche” 3. 


NOVALOGIC - тне art or war- 


CONTENT RATED BY 
ESRB 


Бу DOUG RADCLIFFE 


CHEAT CODES 


You are piloting one of the most sophisticated 
attack helicopters ever created: the Sioux 
AH-23. Do you have anything to worry 
about? Do the inferior enemy forces really 
pose a threat? Not bloody likely. For 
starters, your craft is equipped with the 
razor gun, which shoots rounds that are like 
mini-missiles. Further, these piercing projec- 
tiles lock on to the enemy, which makes it a 
cinch to destroy your nearest foe. Then 
you've got the always-trusty laser cannon. 
Although not quite as speedy as the afore- 
mentioned razor gun, the laser cannon 
shoots some powerful stuff; a few shots 
from this baby, and your enemy is in pieces. 
If the Sioux AH-23 isn't your style, you 
could always check out the T1, a heavily 
armored tank that's packed with an equiva- 
lent stash of explosive goodies. Heck, this 


EA Sports for IBM PC 


It's the bottom of the 9th, and the game is 
on the line. Your team is down by one run; 
there are runners at second and third; two 
outs, and the count is three balls and two 
strikes. This is perhaps the most pressure- 
packed moment in all of sports. What's the 
pitcher going to do? Will he throw a high 
fastball, hoping you'll get excited and swing 
at the high heat? 
Perhaps he'll throw a 
sweeping curve or 
maybe a nasty change- 
up, which you'll probably 
Swing at way too early. 
Well, the computer- 
controlled pitcher 
decides to throw you a 
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tank is so powerful it doesn’t even move on 
chain treads; it uses an anti-gravity field. 
This means you can strafe side to side—in a 
tank! Unbelievable, but true. The problem is, 
even with these two powerful vehicles at 
your disposal and the apparently inferior 
enemies, you're still getting your tail kicked 
by opposing choppers and tanks. What is a 
veteran pilot to do? Cheat, of course! 

Our spies һауе infiltrated Extreme Assault 
headquarters to bring you a confidential 


CHEAT CODE 


high heater and 
naturally, with the 
game on the line, 
you swing ... and 
miss. Don't you wish you had selected a 
better team? Don't you wish you could stop 
playing the regular way and just cheat? No 
problem. Our élite force of baseball scouts 
has unearthed the 
code that allows 
you to play as the 
best team in all the 
big leagues: the EA 
Sports Dream 
Team. You'll be the 
master of the dia- 
mond now and next 


list of cheat codes that contains 
everything from the handy indestructible 
code to the oh-so-useful "freeze enemies; 
cheat. 


time, during 
that pressure- 
packed bottom 
of the 9th, 
you'll probably hit that high-heater. At the 
team-selection screen, press the following 
sequence of keys: 1, 2, 1, 2, CTRL. You 
should have the option of playing a new 

E team—number 33— 
which is the EA 
Sports Dream Team. 
When the pressure's 
on now, you'll have 
no excuses. 


s TIPS 


TRICKS ! 


Ше IUL 
GT Interactive for IBM PC 
CHEAT CODES 


After they came into contact with some toxic, mutant-power- 
generating ore, eight combatants developed special powers 
and now want to beat the stuffing out of one another. In 
Midway’s War Gods, you 
may choose among several 
powerful warriors; they all 
have their own “look” and 
their own nifty maneuvers. 
My personal favorite is 
Kabuki Jo, a Samurai warrior 
who has fluffy, bright red hair 
that resembles the locks of 
those cute little troll dolls. 
Then there’s Warhead, who 
was once an honorable sol- 
dier but who’s now a super- 
human, one-man killing 
machine. Oh, and then 
there’s CY-5, a cyborg soldier 
who was injected with the 
ore by some dimwitted scientists; shortly thereafter, CY-5 
killed them all and went hunting for the other ore-juiced fight- 
ers. In War Gods, you 
can play against a com- 
puter foe or challenge 
your friends, but best of 
all, you can easily cheat. 
Our special cheat-code 
fighters have uncovered 
all the hidden codes in 
War Gods. Here's a fun 


PASSWORDS 


GAME SECRETS 


Bullfrog for IBM PC 


EER EGGS 


| remember those sunny spring 
days in the backyard. The Easter 
bunny had visited; he dumped a 
large basket of candy in my 
room and hid a bunch of colorful 
Easter eggs outside. (Frankly, | 
never understood the whole 
bunny thing; what does a bunny 
have to do with candy or eggs?) 
Regardless of this mystery, the 
fact is | love hunting for Easter 
eggs. Though | no longer hunt 
for the colorful, hard-boiled 
ones, | still look for the computer 
variety. Computer Easter eggs 


are little goodies that program- 
mers hide in games. They can 
be cute video sequences or 
secret rooms, and they usually 
contain some pictures or sound 
bytes from the developers. Here 
at “Cheat Mode,” we armed a 
bunch of Easter- 


Dungeon Keeper. After defeating 
the horde of heroic minions led 
by the devious Lord of the Land 
and scurrying through such dan- 
gerous locales as the spike-filled 
training room and the whip-filled 
torture room, our egg hunters 
uncovered a hidden greeting 
from the Dungeon Keeper pro- 
grammers. Here’s the scoop: 
hold down the LEFT SHIFT key 
and type FECKOFF or SKEKSIS 
for some greetings from the pro- 
grammers (each word produces 
a different result). The demon- 
stration continues as long as you 
hold LEFT SHIFT; release it, and 
the demo ends. Also, start the 
game with the command line 
parameter -alex, then hold down 
both SHIFT keys 


ip: u i i hile typing in 
tip: you're playing egg hunters with wi : 
against a friend; enter the latest detec- JLW, and you'll 
some of these codes tion equipment see another 
when he or she isn't looking (for example, the “player 1 invin- and sent them greeting. B 
cible code”). Your friend will quickly become frustrated when into the under- 
you repeatedly beat him or her, without taking a smidgen of ground world of 
damage yourself. What fun! To use that code and many oth- 
ers, load up the PROPERTIES menu for 
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Consequence of Action - It’s wor just if you win on lose, OR even 
how you play the game. Everything you do determines how the (АМЕ is 
even played ar all. 


If. 


fi 
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M : š s T 
Roshambo Combat Strategy - Space combat with a twist. Your 
_ ір is a Rock. Another is paper. Another is scissors. You can’t bear 
— lieu all & they самт all bear you. Plan your attacks accordingly. 


E 


А Thickening Plor -With an unparalleled depth of play, ser against out-of 
this-world SGI graphics, figure our a constantly changing story as you maneu- 
ver & master four fighters, while dealing with three different alien races. 
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lanious Mandate is a mrademark of Orbital Studios Inc. Distaibured by Panasonic Inreractive Media Company. 
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Developed by Trevor Chan and Enlight 


Software, Seven Kingdoms is grounded in 


reality and convincingly demonstrates that 


warfare need not serve as the overriding 
theme when it comes to producing an 


enjoyably fast-paced, real-time strategy 


game. Steve Wartofsky, project 


manager/external development and pro- 
ducer on the project, explains the concept 
that sets Seven Kingdoms apart from other 
real-time strategy fare: "It's got the playa- 
bility, look and interface of an improved 
WarCraft II, but the focus of the game is 
not on combat. It's an open-ended game 
that—although containing combat—[integrates] trade, diplomacy and espionage [into the 
design]; it's much deeper than your typical real-time strategy game." 

Drawing on familiar historical epochs, the game portrays seven civilizations (Chinese, 
Greek, Japanese, Mayan, Viking, Norman and Persian). Each has its particular strengths 
and weaknesses that affect the ebb and flow of play. Players begin by controlling one of 
these ethnocentric civilizations. Players also discover that several less powerful nationali- 
ties inhabit the surrounding countryside. These nationalities, like those of your oppo- 
nents, can be conquered by a vast array of combat units. 

Prudent players will refrain from initiating combat; instead, they'll practice the art of 


Each civilization worships its own unique god, 
all of whom are rooted in ancient mythology. 
Here, a Greek Phoenix rises from the ashes of 
despair. 


persuasion to help the “unenlightened cultures” understand the ramifications of remain- 
ing outside their sphere of influence. In any event, these secondary nationalities will con- 
tinue to retain their ethnic identities—an underlying factor that determines whether a 
core civilization will thrive or capitulate in the face of various pressures. A disgruntled or 
disloyal populace may, for instance, spur insurrection among other supposedly amiable 
nationalities and cause tension in every principality of the kingdom. Left unchecked, local 
revolt can lead to widespread civil war, which will leave a civilization weak and encour- 
age foreign invasion. Players will need to assimilate a variety of nationalities into their 
kingdoms to improve their status, create certain buildings and summon various creatures 
that will be needed during the game's later stages. 

Three resources are modeled in the game: iron, clay and copper. After a player has 
found one of these, he must build a mine at the site and haul the raw materials to a facto- 
ry that will use them to produce a variety of finished goods. Products are then shipped to 
the marketplace for local consumption. Bear in mind that overall productivity and the 
placement of markets have a profound effect on play. A kingdom with fewer mines and 
factories may out-produce a kingdom with more facilities if the latter are 
inefficiently staffed or incompetently managed. 

At the outset, players are encouraged to build up infrastructure by trad- 
ing instead of warring with neighboring civilizations. Using a simple system 
of triangulated waypoints, players route caravans to and from kingdoms. 
Although players can barter with one another for various raw materials, 
they soon discover that it’s more lucrative to swap finished goods. 

Weather, monsters, research, diplomacy and political wrangling come 
into play, but espionage is perhaps the most intriguing aspect. Players can 
create spies who report on the enemy’s economic or military dispositions, 
sow dissent, or bribe or sabotage factory operations. Conversely, spies 
can take the form of deep-sleep agents that can be awakened to perform 


Trade is mischief later in the game. 

encouraged Seven Kingdoms has more than enough substance and creativity to allay 
but must be any suspicion that it might be just another real-time strategy clone. 
safeguarded Offering a host of innovative and ingenious game features, Seven 


from attack. Kingdoms may very well be the sleeper of the year. 


Developer: Micomeq Software 
Available: November '97 


"Though real-time strategy gaming 
seems to be in vogue, Interactive Magic 
hasn't given up on turn-based gaming. 
Liberation Day answers the call; it fills a 
niche that is empty because other soft- 
ware publishers have failed to fill it. 
Liberation Day is set in the distant 
future. Humans have apparently solved 
the problems of interstellar travel and 
now migrate to the farthest reaches of outer space. 


Unfortunately, many of these new-age pioneers have been cap- 


tured by the Taurans—a marauding alien race that was intro- 
duced in Fallen Haven—and, like two other (alien) races, the 
Shadamer and the Shubb-lo, they are now enslaved in the 
embattled world of New Haven. 

Тһе player's goal is to liberate New Haven and free the 
human, Shadamer and Shubb-lo races. After establishing a 
tenuous hold on the planet, the player must construct a base 


Liberation Day introduces a wide variety of 
land, air and sea units in the Second Battle 
for New Haven. 


of operations and continually fortify it to 
repel alien counterattacks. Expansion is 
key, since freed refugees can be recruited 
into the army to help liberate the entire 
planet. To further complicate matters, the two subservient 
races are initially forced to side with the enemy. Freeing them 
is critical because they will help you battle the Taurans. 
Liberation Day arrives on the heels of Fallen Haven, and 

iMagic is quick to point out that it should be viewed as much 
more than a sequel, even though both were developed by 
Canadian company Micomeq Software. Fallen Haven con- 
tained approximately 100 terrain tiles; Liberation Day will 
include more than 1,000. This will ensure much greater vari- 
> 2 ety, not to mention 

docu 

гі: T much larger, 1024 x 
768 isometric maps 
of arctic, desert, jun- 
gle and forest areas. 
Fallen Haven was 
limited in scope, but 
Liberation Day will 
include a vast array 
of land, air and sea 
units, and a much 


more involved cam- 
paign structure 
Moreover, four-play- 
er multiplayer ses- 
sions are now feasi- 
ble via modem, LAN 
and the Internet. 
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SCHWERPUNKT PC WARGAMES 


МЕЗ! We're pleased to announce 
esl Version 2.0 upgrades 
for all games: 
LENINGRAD~CRIMEA 
KIEV~ROSTOV~IZYUM 


FEATURES 
Neglected WWI Eastern Front Battles 
Historically Accurate & Easy to Learn 
Aggressive Computer Opponent 
Advanced Fog of War & Combat 
PBEM Capability • SVGA Graphics 


Runs under DOS, Windows 3.1 or Windows 95 
“Refreshing and challenging... 
Window into history that will peak your 
interest for some time to come.” 
Computer Games Strategy Plus (2/97) 


By Mail: Send check or money order for $29.95 per game, plus $3.00 
š S&H (TX residents add 6.75% tax) per order to: 
Schwerpunkt 
2483 Woodbury, Suite 150 * Pearland, TX 77584-4801 
| Credit Card: Software Plus 1-800-324-7638 
Europe: Strategic Plus Software +44-181-977-8088 
Australia: Vortigern Strategic Software +11-61-66-891-919 


For Free Demo: 281-997-1209 or schwerpt@ ghgcorp.com 
Visit our website ас http://www.ghgcorp.com/schwerpt 
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n 1979, the year Infocom was 
founded, most ancients of the fold 
first heard tell of the Great 
Underground Empire (GUE)— 
conceived in 1977, the Jurassic 
Age of computer gaming—and 
its entrance at that little white 
house. Initially, Zork—known 
then as Dungeon—existed solely 
on mainframe computers. For 
nearly three years, only people 
with access to these digital 
behemoths could venture into 
the GUE. Then, in November 
1980, the first copy of Zork was sold. It 
was packaged in a plastic Ziploc bag 
that contained a disk (5.25 or 8-inch) 
and a set of simple instructions. Two 
years later, in February 1981, Zork I: 

The Great Underground Empire migrated 
to the Apple II. Thus began a gaming 
legacy that continues to this day. 

For those unfamiliar with the setting, 
Zork took place in the ruins of an 
ancient empire that lay far under- 
ground where the player, a dauntless 
adventurer, undertook a quest for great 
wealth. With a unique history all its 
own—one too extensive for these con- 
fines—the GUE was fraught with mar- 
velous treasures, bizarre creatures and 
diabolical puzzles. Further, it offered 
some of the best “visuals” ever presented 
in a game; images that were drawn upon 
the fabric of the mind, as opposed to the 
pixels of electronic tapestry. Yes, Zork 
was completely text driven, based upon 
a command-and-response interface that 
launched a genre that became known as 
interactive fiction. 

In November of 1981, Zork II: The 
Wizard of Frobozz debuted. It charged 
the player with exploring a long-hidden 
region of the Empire dominated by the 
Wizard of Frobozz. Once a respected 
enchanter, this unpredictable and unsta- 
ble sorcerer was exiled 
by Lord Dimwit 
Flathead the Excessive. ` 
Although nearly senile, 
the Wizard was still a 
force to be reckoned 
with, and players 
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sought to avoid his capricious tricks and 
control his wondrous magic. 
Completing the initial Zork trilogy 
was Zork III: The Dungeon 
Master, which appeared in 
September 1982. It was a tale 
that whisked players away to 
what was supposed to be the 
final adventure in the GUE. 
Testing the player's character 
and courage, the enigmatic 
Dungeon Master—guardian of 
the underground domain— 
confronted them with many 
and varied predicaments and perils. Key 
to solving this quest was the discovery of 
the Dungeon Master's secret purpose— 
selecting a suitable heir— 
in the process of which he 
oversaw the player's ulti- 
mate triumph or defeat. 
Based on the popularity of 
this and earlier versions of 
Zork (all authored by Marc 
Blank and David Lebling), 
the Zork Trilogy was pub- 
lished in 1987. It con- 
tained all three games, 
"The GUE: A History," a 
zorkmid, a map, travel 
brochures for Bozbarland 
and Grayslopes, stock certificates and a 
Jetter from the chairman of Frobozz Co. 
Thankfully, the Zork lineage didn't 
cease with the original trilogy. Beyond 
Zork: The Coconut of Quendor, published 
in 1987, continued the saga of the GUE, 
this time with "Professor" Brian 
Moriarty at the developmental helm. 
The first Zork to feature a graphical 
interface (although primitive by today's 
standards), it spun the story of the dark 
times that had fallen upon the 
Southlands of Quendor. АП its 
enchanters had disappeared, monsters 
roamed the countryside, and its taverns 
had filled with disquiet- 
ing rumors and unsavory 
"elements." In the role of 
a simple peasant, the play- 
er's abilities were tested to 
the utmost as he or she 
was drawn into a realm of 
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fantasy, magic, puzzle solving, monster 
bashing (intellectual, of course) and 
locating the fabled Coconut of Quendor. 
Attendant goodies included a technical 
manual, “The Lore and Legends of 
Quendor,” and the map, “Southland of 
Quendor.” 

The last of the “original” Zorks, 
released in 1988, was Zork Zero: The 
Revenge of Megaboz, by Steve Meretzky 
(who recently completed The Space Bar 
for SegaSoft). Actually a prequel to the 
Zork Trilogy, Zork Zero transported the 
player back to the age of the Flatheads 
during the heyday and subsequent mon- 
umental fall of the GUE. Armed with a 
Flathead calendar, blueprints of 
Rockville Estates and a scrap 
of parchment, the player as 
peasant endeavored to allay a 
curse that was destined to 
bring down the GUE and 
Wurb Flathead, the current 
occupant of the throne. 
Dismayingly, the player was 
frequently accompanied by 
the annoying royal jester, who 
knew more than he was will- 
ing to reveal. 

Next followed a half-decade 
of silence from the GUE dur- 
ing which Infocom was acquired by 
Activision and ceased existing as a com- 
pany, becoming, more or less, a “label.” 
Then out of the void came Return to 
Zork, the first of three multimedia 
Zorkstravaganzas. A full-motion video 
(FMV) concoction that transported Zork 
from the realm of the cursor and text to 
that of a CD-ROM-based, live-action, 
pixelated work of art—replacing the 
world of the imagination with the uni- 
verse of Hollywood production values 
and multimillion-dollar budgets. Was it 
a change for the better? Well, that 
depends on whom you ask. It was suc- 
cessful enough, though, to warrant two 
sequels: Zork Nemesis and, presently 
under development for release this fall, 
Zork Grand Inquisitor. An examination 
of this triad of Zorkian heirs, however, 
must wait for a future edition of 
"Reboot." BM 
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репа ап Evening іп the Realm. 


Download the 
FREE DEMO at www.sierra.com/realm 
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Desperate valor at Yakhroma... 
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Defend Stalingrad! 
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Dramatic 3D animations! 
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John Tiller Bob McNamara Charlie Kibler Jim Dunnigan Dana Lombardy Richard Berg Mark Herman 
TalonSofts ASL-Advanced Squad ASL-Red Barricades®, Panzerblitz® Streets of Terrible Swift Sword®, ` Gulf Strike®, Pacific War®, 
Battleground™ Series Leader® TalonSoft's ~ TalonSoft’s Founder of SPI Stalingrad® Great Battles of We The People® 
Battleground™ Series Battleground™ Series Alexander®, Blackbeard® 


TalonSoft's East Front™, We Make History™, and Battleground™ are a registered trademarks of TalonSoft Inc. All other trademarks аге property of their respective holders. 


Fast paced WWII platoon-level combat on the steppes of Russia 1941-1945! 


Lead a lightning Blitzkrieg through the Red Army, or defend Mother Russia from the German invaders! 

Set in a new, unique campaign format, EAS МТ puts you in charge as company commander, in either 

the Wehrmacht or the Red Army. Replacement shortages, mud, snow, endless river crossings and all those 

fun things from the Russian Front are just a mouse click away! : features a totally new 

engine, a full-blown scenario/map editor and many preset scenarios, such as and.Stali ! 
Available Fall '97 at Software Retailers World Wide! Reserve your copy today. 
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Our доа! iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping out іп апу/сарас гу, 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


